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Even your high school yearbook 


picture was more becoming than this. 


But as an alien, glamour is not high 


on your agenda. So, bust out of the 
traditional strategy game mold, morph 
into a human and make enemies with 


your friends. Conquest Earth is a world 


you'll want to step into very carefully. 


COMMPUTER GAMES 
STRATEGY PLUS 


BETTER . 


You can play either side in this intergalactic strategy 
game. Instantly morph into a weapon or battle tank— 
even a human being. 


When playing the alien side, you'll experience a 
unique interface with different rules and capabilities. 
You'll employ never-before-seen tactics and strategies 
to foil your human counterparts. 


t— 
Pretritititii el 


Vary your strategy to keep your opponents guessing. 
Keep track by monitoring them through your interface 
portals. With over 65,000 colors, the action will come 
to life like never before. 


Playing the human side, you'll need to manage your 
resources wisely. Thwart the aliens’ attempt to mine 
oxygen from the atmosphere. Only one race will 
remain standing after this war. Make sure its yours. 


SlIbOs 


Conquest Earth and Eidos Interactive are trademarks of EIDOS, PLC. © 1997 Eidos You’ve been warned. 


ae 


aos 


oy 


Beane 


Taran Srace Marne rr: 


Order: Guard 
Kitts: 6 


4 ¢ << 
. wae 
Wet ennice 


ENTS 


Battle alone or challenge up-to - 

8 players With one-click, free.access 

~ to BattlesneteEnhancedinternetfeatures’ 
include: worldwide-player rankings, 
tournaments and player handicapping 
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Command any of 3 alien races = ibe = 
_ boasting a unique set of skills and: aplities, 
ag 


A deadly mix of space combat, planetary 
assault and covert base infiltration, 

. 

3 shideite storylines intertwine a] 

_ within 30 scenarios to tell the epic, 


Saga Of a universe on the brink 
of destruction; . 
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SS oe Realtime light-sourcing, 
environmental effects, and: interactive 
~ terrain are only the beginning 
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Create full campaigns from custom 
designed scenarios: Define > | 

al uigtony conditions; record:voiges 
“and much; much more... 
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‘Free access to Battle.net requires accéss talfhie Internet. Player is respon§ibig#or all applicable internet fees, {Diablo Game of the Year: Computer Gaming World, 1996. 
WarCraft ] Game of the Year: PC Gamer, 1995. StarCraft © @ trademark aid Gizzard is a registered trademark of Davidson & Associates, Inc. All rights reserved. © 1997 Blizzard Entérainment 
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2 Sot ___ Heavy Gear a — 
Warlords III: Reign of Heroes Place the CD disc in your CD-ROM drive. The disc will 
Golgotha (3Dfx version) | autoplay. If it falls to do so, reget click on your CD-ROM 
Burpeaurie icon (located in “My Computer”) and select OPEN. 
- Thumb Card Double-click the “Install” icon. 

reen numb Cards 


Place the CD in your CD-ROM drive and choose File, 
Run from the Program Manager. Type “D:\INSTALL,” 
where D: is the letter of your CD-ROM drive, and 
press ENTER. Follow the instructions on screen. 
After installation is complete, double-click the 
created icon to start. 


Take No Prisoners 
Formula 1 (3Dfx version) 
Sand Warriors 
Pandemonium 


Still having problems? Send a description of the 
Machine Hunter : 


problem along with your system configuration to 


Hoverski cgcdtech@cdmag.com, or mail a letter with the 
same information to the address below. If you 
have a defective CD-ROM, a replacement can be 

hee. eae !U!™~C~C™~*~*~*# obtained by sending the original CD to: 

Resident Evil Computer Games 

Fallout 2 Millet St. 

Twinsen’s Odyssey Richmond, VT 05477 


ATTN: CD replacement 


If you are not getting the CD-ROM with your sub- 
scription to Computer Games Strategy Plus you 
are missing great demos and free games every 


XCar (3Dfx version) 
Battle Cruiser: 3000AD 


NASCAR 2 Fantasy Tracks month. You can upgrade your current subscripion 
for only $1 more per issue. Visa or Mastercard are 
SPORTS : Uprising/Requiem accepted, please call: 
Slam ‘n Jam Fire Team Customer Service 


1.800.283.3542 (US Only) 
1.760.745.2809 (CDN and foreign) 
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A COMBINATION OF GRAPHICS AND GAMEPLAY LIKE YOU’VE NEVER SEEN BEFORE! 


ae Gite gf ian sae see wh pr te 

traditional hex-based games. The battles 

are not fought in large open fields, but 

pas in the dark and complex industrial 
buildings of the colony Scay-Hallwa. Put your tactical 


You'll need to rely on your tactical skills skills to the test 
rather than strategic planning, as the fast against the vicious 
paced action produces constantly and cunning 
changing conditions. For example: during Scay’Ger in over 
a battle Scay’Ger might start dropping 20 turn-hased 
down from the ceiling, jumping out from 
behind closed doors or even coming up 
through the floor! In the specially 
designed multi-player levels, death- 
matches against up to three other squads 
can be fought over the Internet, a LAN or 
via a play-by-mail system. 


missions ! 


zy : ) | z | Time is running out, so call 

Snap decisions are easily put into action _ arr. (800) 933-2983 

with the intuitive user interface. The ; a hF f FREE olavable d 

interface allows you to stay focused on the | ' wou PHryanre Gerd. 

task at hand instead of digging through Mention source code ANCEDCGSP1097 
the manual in the middle of a fight. Watch a 

your orders being carried-out from almost i , Bb che | Blue Byte Software, Inc. 


anywhere you can imagine with a free- 0 ge Ti aD 9a , pe 870 E. Higgins Road, Suite 143 


floating mouse-controlled camera. 
View the hot action 8 any angle Schaumburg, IL 60173 


through a user-controlled camera Phone: (800) 933-2983 
with complete freedom! Fax: (847) 995-9956 


The wonderfully detailed 3D environment of : 

Incubation 1s raeaiincly different from the Available: October 1997 
rather dull, flat terrain of other strategy 

games. Using the Extreme Assault 3D 

engine, the events in the game and actions of 

the characters are all fully animated giving 

them lifelike appearances and mannerisms. 


After experiencing Incubation’s fascinating 
: ; : pape gameplay and beautiful 3D graphics, | _ 
Enjoy amazing real-time 3D animation imagine we will see a mass of Incubation ie Bhe li of 
powered by the technologically advanced clones in a year or so. My advice: Get the a is 


. ! age = “Incubation” is a trademark of 
Charisma graphics engine! original; it’s always better. Blue Byte Software, Inc. 
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HE IRONFIST DYNASTY TOTTERS ON THE BRINK OF DESTRUCTION. EMBARK ON A PERILOUS 

ADVENTURE TO SAVE PRINCE NIKOLAI'S KINGDOM FROM TOTAL RUIN. FROM THE DEPTHS OF 
THE DEEPEST DUNGEONS TO THE INTRIGUES OF THE ROYAL COURT YOU WILL LEAD A BAND OF 
ADVENTURERS ON AN AMAZING JOURNEY OF DEPTH AND INTELLIGENCE. 


* 


CONTROL YOUR OWN DESTINY IN A NON-LINEAR CHOOSE WHETHER TO PLAY IN REAL-TIME OR 
FANTASY WORLD WHERE NOTHING IS PREORDAINED. TURN-BASED COMBAT MODE. 


ENGAGE IN HUNDREDS OF ENTERTAINING MINI- EXPERIENCE BREATHTAKING 16-BiT, 65.000-COLOR 
QUESTS THAT BRANCH OFF FROM THE MAIN SAGA. GRAPHICS IN A SMOOTH-SCROLLING, HIGH-RES 
ENVIRONMENT. 


AWA Ci Blomete! | 800-251-9563 


New World Computing logo. and Might and Magic are trademarks and/or registered trademarks of The 300 Company. © 1997 The 3D0 Company. All rights reserved. 
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Games as art 


Ww 


“The first mistake of Art is to assume that it’s serious. 

Games are works of art. Raloh Waldo Emerson once said, “Each work of art 
excludes the world, concentrates attention on itself. For the time it is the only 
thing worth doing — to do just that...°” Emerson wasn’t much of a gamer (though 
he did enjoy an occasional game of Doom), but assuming we can accept the pos- 
sibility that games are as much a work of art as a film, I’m going to propose a 
slightly different way of looking at games. 

We often get bogged down in the minutiae of software, focusing so much on 
things like feature sets and realism that we sometimes lose sight of the big pic- 
ture. In most cases, we're trying to figure out whether or not a game delivers a 
quality experience, and our definitions of what makes up a “quality” experience 
may differ greatly. Ultimately, we derive our overall opinion of a game from some 
combination of elements — from gameplay to graphics — and each element has a 
different effect on each of us. 

One of the elements that tends to cause us to lose our perspective on that big 
picture is software bugs. To some people, the mere existence of one of these crit- 
ters is an act of betrayal on the part of the company. How dare they produce a 
work that doesn’t work! 

| say throw the bugs in the pot with gameplay, graphics and interface and let 
them simmer a bit - bugs are merely an element of the gameplay experience. 
This is not to say they’re acceptable, inevitable, or desirable; rather, they’re one 
more thing to consider when evaluating a piece of software, and shouldn't be 
the only criteria one uses to pass judgment on a game. 

My analogy of choice has always been to compare game to film analysis, and 
detractors gleefully use the same analogy to shoot it down. When evaluating a 
film, you base your overall experience on how well it manages to combine act- 
ing, writing, direction, cinematography, sound, and any number of other ele- 
ments into a whole. If any one of these elements is weak, it can negatively impact 
your overall movie experience, and in your mind, it’s a weak film. 

When evaluating a game, you consider things like gameplay, presentation, 
interface, and bugs in the same manner. A poorly executed element can nega- 
tively impact your overall opinion of the gameplay experience. However, to focus 
on one element at the exclusion of the others, which many seem to want us to 
do regarding bugs, is to lose sight of the big picture. 

Detractors dismiss this thinking, being of the opinion that software bugs are 
the equivalent of going to the movie and not being able to see the film because 
the projector doesn’t work. There are obviously degrees of bugginess — software 
that won't install, for example, cannot be accurately evaluated for its overall 
experience because you're unable to experience most of it. 

However, how is the negative experience different for the gamer who tries to 
use a feature that crashes a program and the filmgoer who finds a plot hole in a 
movie that makes the dénouement a complete letdown? How dare the filmmaker 
betray my interest in the story and characters and not carry it through to the end! 
How dare they produce a film that doesn’t work for me, dramatically speaking! 

Before anyone sends out a nasty e-mail berating us for this change in review pol- 
icy, none of these ideas are represented in the magazine. They're merely specula- 
tive ramblings designed to generate some dialog into the future of game criticism. 
We'll continue to try our best to present the information you want in a review, and 
focus on the minutiae you’ve come to know and love. And we'll talk about bugs. 
Lots of bugs. They’re not going out of style at any time in the near future. Too bad 
it’s not as easy as it seems to identify a bug, but that’s another topic. 


— Steve Bauman, Editor 


" Lester Bangs, Psychotic Reactions & Carburetor Dung, “James Taylor Marked for Death,” 1987. 
: Ralph Waldo Emerson, Journals, Vol. 8, “A Self On Trial” (1909-14), entry for 22 March 1839. 
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We use HyperSnap DX exclusively to capture screens from 
Windows 95 games (it works with DirectX). It’s available from 


Hyperionics, www.hyperionics.com. 
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A NEW KIND OF 
FLIGHT SIM IS 
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Flying Nightmares 2 isn’t 
just the next great flight sim. 


It’s a new kind of flight sim. 
One where you'll need a lot more than quick reflexes to survive. 


And with so much air and ground action, you may need help. Lots of help. 
So we designed the most extensive multi-player capabilities ever seen 
in a flight sim. Up to 16 players over a LAN or internet connection. 


So don’t get left in the blast. Reserve a copy of FN2 now. 
p 


, ; 
4. Full strategy war game f° 65,000 color, high-resolution graphics 


/‘ Supports up to 16 players 


4‘ Fly both Harriers and Cobras 
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“FN2 will dazzle you ... 


an intriguing mix of 
_ simulation and strategy ... 


with the potential to 
redefine the two genres.” 


Computer Gaming World 


ACTUAL IN-GAME SCREENSHOTS 


UPI/CORBIS-BETTMANN 


FEEL THE EFFECTS OF WAR. 


For a WWII pilot, nothing was more nerve-wracking than the brutal reality of war. 
Fighter Squadron: The Screamin Demons Over Europe” takes you back to that 
reality with 1940's fighters and bombers that not only fly as authentically as the 
originals, but reveal the frighteningly realistic world outside of them. So you 
actually feel the effect of such unpredictable occurrences as bullets rattling your 
cockpit. Fighter Squadron — World War II air combat so real, you'll wish you 
werent such a damn hero. 


GROUNDBREAKING FLIGHT IMMERSION 

A revolutionary flight model makes every Immelman and snap roll 
an authentic simulation of the original plane's flight dynamics. 
An unprecedented physics model offers collision detection that 
ensures everything in the world reacts realistically — from 
sheared off wings and mid-air collisions to skidding on grass. 


UNPRECEDENTED WWII EXPERIENCE 

Pilot nine authentically modeled WWII fighters and bombers, 
including the B-17 Flying Fortress, the Hawker Typhoon and the 
ME-262 in single or eight-player missions via LAN or Internet. Use 
in-flight hot-switching to change planes within a squadron during 
combat, or within a plane, i.e., from pilot or gunner to bombardier. 


ULTRA-REALISTIC GRAPHICAL DETAIL 

Fly over the English Channel, North Africa and German Rhineland 
in nine highly-detailed virtual 3-D cockpits featuring 360° head 
rotation and fully functioning instrument panels. Plus, native 3-D 
card support and software emulation of 3-D hardware features 
enhance breathtaking hand-built, texture-mapped terrain. 


REVOLUTIONARY LIVE ENVIRONMENTS 

Take on 30 scenarios (with more than 200 missions) in which every 
moving object has its own Al, offering unrivaled interaction that's 
as unpredictable as human opponents. Squadron Al settings 
include loyalty, aggression, morale, skill and sanity — even 
individual gunner positions react independently. 


UNLIMITED GAMEPLAY 

The revolutionary Openplane” interface allows would-be pro- 
grammers to create new planes to fly in the game — and others 
to trade them over the Internet. Use the drag-and-drop Mission 
Editor to easily create single and multiplayer scenarios with 
waypoints, targets and win conditions. 


FIGHTER 
DUUADRON 


“THE SCREAMIN' DEMONS OVER EUROPE 


™ 


CONFRONT YOUR DEMONS THIS FALL ON WINDOWS°95 AND MACINTOSH® CD-ROM. 
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A fragfest for Generation Q 


QuakeCon ’97 brings together Quakers from coast-to-coast 


his July, in the town of Plano, Texas, 

just on the outskirts of Dallas, the five- 

day long QuakeCon ‘97 commenced in 
the Ballroom of the local Holiday Inn. Not just 
any sort of run-of-the-mill convention, 
QuakeCon is a deathmatch tournament for the 
absolute diehard Quake player out there from 
not just all around the country, but 
from all over the world as well. The 
event, which ran from Wednesday 
the 16th to Sunday the 20th, 
offered the chance for Quakers to 
test their mettle in a LAN-based, 
lag-free environment against their 
normally Internet-bound companions with the 
ultimate prize being a really large Quake sym- 
bol trophy and an Impression Micron Pentium 
II system. 

Since the show was sponsored by id, Ion 
Storm, Ritual, Rogue (makers of the second 
Quake Mission Pack), Activision and Crack 
Dot Com (among others), Quake fans were 


given snippets and sneak previews of the new 
games coming out from the sponsoring com- 
panies. Raven had an early version of Hexen 2 
for all to play, and Ion Storm showed a video 
that gave glimpses of some levels from their 
upcoming Daikatana. Tom Hall showed up at 
an lon Storm sponsored evening event in 


another nearby hotel to answer questions 
about his Final Fantasy-like Anachronox, 
which is in early development. 

While members of id and Ion Storm 
showed up occasionally and were, on the 
whole, hard to spot (although John Carmack’s 
seminar on Quake 2 and other things id ran 
Way over time, as expected), Ritual 
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Entertainment’s crew mingled with the con- 
vention goers and totally wowed the audience 
with a Sin demo that, while still only the 
result of around three months work, looked 
impressive. Ritual also holds the claim of 
bringing the only female model of the show 
(a stripper from a local Dallas club, actually) 
to promote Sin and represent the 
game’s villainess, Alexis Sinclair. 
On a side note, several key 
employees of 3D Realms were 
seen at the convention sporting 
cool glow in the dark shirts for 
their upcoming game, Prey 
(which, it should be noted, is definitely not 
using the Quake engine). As for the main 
focus of the show - that being competitive 
deathmatching — Dan “Rix” Hammans, hail- 
ing from Ames, Iowa, proved himself to be 
the most dominant deathmatcher and took 
home the grand prize. Congratulations, Rix. 
—Jason D’Aprile 


The Aftermath at Westwood 


Latest Red Alert add-on to address main Counterstrike criticism 


WHEN WESTWOOD STUDIOS RELEASED 
Red Alert: Counterstrike, it caused quite an 
uproar with the fans of multiplayer Red 
Alert. They were extremely angry that the 
new units in that add-on were not available 
in multiplayer mode. Westwood has 


addressed that issue with their second mis- 
sion disc, Red Alert: The Aftermath. 
According to Westwood Studios presi- 


The Demolition Truck works its magic 
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dent Brett W. Sperry, “We paid 
careful attention to our fans’ 
requests for new units in both 
solo and multiplayer mode, larg- 
er and more complex maps, and 
plenty of new missions.” About 
Aftermath, he commented, “It 
offers so much more game value 
and depth than we traditionally 
see in a missions disc.” 

Created by the design 
teams responsible for both 
the original Red Alert as 
well as Counterstrike, The 
Aftermath features 18 
all-new solo missions featuring 
Allies versus the Soviets. It also 
includes 100 new maps designed 
solely for multiplayer. There are 
a total of seven new units for 
both multiplayer and solo modes, 
including the Chronosphere 
Tank, Demolition Truck, Tesla 
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The Chronosphere Tank in action 


Tank, Missile Sub, Shock Troopers and 
the M.A.D. Tank. An additional comple- 
ment of new units will only be available 
in the solo game. 

Whether The Aftermath will make pur- 
chasers of Counterstrike happy remains to be 
seen. The Aftermath should be out in 
September. —Steve Bauman 


FREE STRATEGY GUIDE 
and $10.00 REBATE 


Master tough Al to survive 50 missions 


After a nuclear apocalypse, two bands pra 
of stragglers battle for control of the Aen ae 


wasteland. Mutants. Survivors. | : te 
Lots of killin’. | 
The future rules! 


90% Rating—PC Gamer, UK Edition 
Game of Distinction Award Winner 
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Full multiplayer gameplay 
with 15 multiplayer maps 


XTREME KAOS-skirmish with computer 
ee opponents and allies 
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Fight on 3-D rendered landscapes 
in hi-resolution 640x480 SVGA 


DOWNLOAD THE DEMO!  \ eH $ TEEN 
www.ea.com/ead } er" 
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It not only sets a new standard in flight simulation, but 
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Pro Pilot. Never before has a 


single flight simulator captured 


this experience so completely. Here, youll find the 
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a hangar of five civilian aircraft, ranging from the introductory [aus 


Cessna 172 Skyhawk to the dual-throttled thrill of a Citation |#sk 
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3,000 AIRPORTS NATIONWIDE/100'S OF CITIES Fi] EVALUATED FLIGHT ASSIGNMENTS 
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GLOBAL POSITIONING SYSTEM PHOTOREALISTIC PANELS 
LIVE ON-LINE MAP DISPLAY By DUAL THROTTLES FOR MULTI-ENGINE AIRCRAFT 
AIR TRAFFIC CONTROL CROSS-COUNTRY NAVAID COVERAGE 
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in exacting detail. All major 


mal lealess 


rivers, forests and canyons are afforded such 
faithful geographic representation they fol I] fe MMe (oY0] of [— 
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of any city, the flying world is 


rendered with lifelike realism. You’ll hear from Air 
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Traffic Control and other pilots, and learn to 


navigate the sky with the close company of other 
planes. Then, upon touchdown, debrief and compare 


your performance to over 30 full-motion preparation 


videos. This is Pro Pilot: The Complete Flight Simulator. 


Both a statement of what a flight sim should be 


today, and the promise roy aad alo] Mo) g1- Wolo] sil of-E rol sslol a gehyVA 22% ae es ae ee ee 


© 1997 Sierra On-Line, Inc. All rights reserved. ® and ™ designate trademarks of, or licensed to Sierra On-Line, Inc. www.sierra.com/propilot 


RedJack: Revenge of the Brethren 


Rendered pirates drip blood and pieces of eight 


fn. “AARGH!” SAID THE 
/ pivabe, “Aargh! Aargh! Aargh!” “Avast, 
ye matey! Avast, avast, avast!” The 
Boston Buccaneer Primer has been aban- 
doned recently in the training of a new gener- 
ation of animated pirates in Cyberflix’s latest 
adventure, RedJack: Revenge of the Brethren. 
Violence, blood, gore and murder on the high 
seas abound in this not-very-Disney journey 


Not enough jewelry 


_ BRIEFS: Errata — Our E3 entry [(CGS+ 82] for Strategy First's Man o 


into the 1700's. 

You will experience the story of 
Nicholas Dove, a would-be fisherman 
in an English seaside village who must 
discover the killer of pirate Redjack, 
and recover his booty. The game fea- 
tures more than 40 puzzles, fights and 
adventures, and will provide over 20 
animated 3-D characters with whom to 
interact. Moving away from 
the Dust and Titanic days 
when digitized photographs of 
actors’ heads yielded a “twitch of 
the bouncing eyebrow” inter- 
face, Cyberflix is debuting a fifth 
generation of DreamFactory, its 
proprietary engine. The new 
technology currently offers high 
resolution 3-D modeled charac- 
ters with multiple sets of com- 
plex movement, and a 360- 
degree panoramic view that will 
enable players to zoom in and 


r incorrectly stated that the 


game was real-time; the game is turn-based, but you can view turn replays in three minute, real- 
time increments. Also, the game referred to as “Name” in its caption was in fact empire’s Mig Alley. 
ive [(CGS+ 82] that TCP/IP games could not be saved during play. This is not true; pone — 


It was stated in the review for The Ardennes 


UBIK 


Information at your revolver-tips 


(N@ IT 1S 2019. IT IS NEW 
York, It is an underworld of dark 

decline and decadence. The commodity? 
Information. The price? Your life, as you fight 
to outwit gangs and infiltrators who will stop 
at nothing — not even the gates of your mind 
— in their quest to acquire the valuable stuff of 
which empires are made. 

The story of UBIK was drawn from a 1969 
screenplay created by Philip K. Dick, author of 
Do Androids Dream of Electric Sheep, the story 
that served as the basis for Blade Runner. The 
game is a multiplayer action game with RPG 
elements that takes place in two game univers- 
es — Futurist and Pulp. The player is given a 


Air hose or umbilical cord - it’s all the same 
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mission to execute, and must 
equip a squad of five espi- 
onage exterminators, 
style, each unit having its 
own specific powers, 
and abilities. 


overhead view and a zoom, 
are available to provide for 
better attack and defense 
strategy, and a camera icon is 
available at all times in the 
interface that will reveal all 
rooms at all times. An enemy 
locator map will also help to 
put your finger on just where 
they lie. 


save functionality is included as an integral part of the original program. The F/A-18H 
article last month was truncated; the final sentence should have read Ns mission is over. a "Th 


author's name, Jim Pedicord, was also cut off... 
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Two camera angles, an 


There are 60 characters available for action 


over 15 missions with multiplayer capabililty. 
Animation is real-time 3-D through the use of 
motion-capture technology on “actual para- 
military figures.” Cryo claims the AI gives the 
enemy characters a memory of each of your 
squads actions and characteristics, so trouble 
is always on your heels. But with 30 different 
weapons and over 50 psychic powers 
liable to kick trouble right in the teeth. 
—Cindy Yans 


, you're 


UBIK ° Cryo Interactive * Windows 95 


The crystal ball that said “The sky is falling!” 


out of environments. 

RedJack was written and designed by Molly 
Johnson who is happy with the product’s ver- 
satility. “Whether you’re 18, 28 or 65, 
RedJack’s got something for you,” she says. 
Although inspired by Disney, artist Eric 
Whited has attempted to fulfill producer Bob 
Clouse’s inspiration from 1970's poster art and 
contemporary Hong Kong “kick flicks.” And 
action style? “Very John Woo,” says Clouse. 
John Woo on the small screen? OK. We'll see 
your two doubloons and raise you one gold 
earring. —Cindy Yans 

RedJack: Revenge of the Brethren: 
Cyberflix * Windows 95, Windows NT, MacOS 
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The face that launched Fort Knox 


Entrepreneur 


Stardock cecrares war on business 


l@ JACK TRAMIEL, ONE 
¥ time head of both Commodore and 
Atari, reportedly said “business is war.” 
Now, it’s doubtful he was the first to say this, or 
even if he was the first in the computer industry 
to have said it, but it’s obviously a theme that 
Stardock Systems has hit upon for their upcom- 
ing business game, Entrepreneur. No, it’s not a 
game about mercenaries hired for combat; 
instead, it really is a game about business.. 
ruthless, perhaps, but not involving conquering 
armies. Your goal, instead, is to become the 
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Design a marketing campaign 


first two in a planned series of additions to MicroProse’s Magic: The Gather 


undisputed leader in your market, 
wiping out all competition. 

Currently Stardock plans to ship 
the game for a single market 
(computers) and will release oth- 
ers later on. From your humble 
beginnings, you have to struggle 
against up to seven other players 
(computer or human) as you build 
your business empire. You can 
choose to specialize in Marketing, 
Engineering or Manufacturing, each of which 
enhances your advantages in a related area. 
Then, with a few million in seed money, you 
start out — researching, marketing, coordinat- 
ing workers, and, hopefully, selling product. 
As you grow, you push into new market areas 
while preventing similar moves — if you can — 
on the part of your opponents. 

While Entrepreneur is clearly a game about 
business, Stardock makes it quite clear that it’s 
not a business simulation. Instead of modeling 
many components of the business world, 
Entrepreneur has a mechanism — which 
Stardock calls Direct Action Cards (DACs) — 
through which players will be able to achieve 


ing should be out 


soon. The first package will add a sealed deck module, over 140 new cards (from the Arabian 
Nights, Antiquities, and Unlimited sets) and a few interface tweaks. The second package, which 


should be out by the holidays and will be available for free download, will provide the long-awaited n 


High Heat 


A rookie ae up to the plate 


 ErpeT iy 
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was at niecteuip Arts, they released the 
legendary Earl Weaver Baseball, which 
many consider the best baseball game ever 
made. Now that he’s moved on to 3DO, he’s 
decided the time is right to launch another 
baseball game — High Heat. 
As 3DO’s first sports game, it’s targeting 
the big players in the industry, namely EA 
Sports’ Triple Play, Accolade’s Hardball and 


The 3D graphics look competitive with what’s 
currently on the market 


Your growing business (note: these graphics are preliminary) 


many of the same effects. Cards may allow you, 
if you have the right kind of control in the right 
regions, to steal another player’s executives, to 
force standardization in an area (using your 
products, of course), or to do sneaky, even illegal, 
actions. According to Stardock, the game will 
come with hundreds of these cards, and more 
can be made available after the game ships. 

Set somewhere between the absolute sim- 
plicity of Monopoly and the hard-core business 
play of Capitalism, Stardock hopes that 
Entrepreneur will appeal to fans of both as 
well as to those looking for something in 
between those two extremes. Since the game’s 
quite far along already, you should get a 
chance to judge for yourself soon. —Scott Udell 

Entrepreneur + Stardock Systems + 
Windows 95, OS/2 


er capability gamers have asked for... 


F-22 conflict resolved The F-22 controversy [CGS+ 31) seems settled for now. On the naming 
side of the conflict, Interactive Magic dropped the word “Raptor” from the title of their game, 
bowing not to the trademark conflict with NovaLogic but to Apogee, who holds a software title 


Sierra’s Front Page Sports 
Baseball. It will feature 3D 
polygonal characters and stadi- 
ums, motion captured anima- 
tion (ranging from hitters 
charging the mound to base 
runners ramming the catcher), 
STATS, Inc. statistics (updates 
will be available for download 
on a daily basis), and possibly 
both the MLBPA (for players) 
and MLB (for teams) licenses. 

Like most baseball games on 
the market, it’s scheduled to 
include single games, seasons, 
tournaments and home-run 
contests. Like the Front Page Sports series, it 
will have a multi-season mode where you 
can trade with other teams, build up a farm 
system, and have players improve and age 
over time. 

Most games are judged by their on-field 
action, and in a conversation with Hawkins, 
he clearly understands the subtleties of base- 
ball (he’s an enormous fan). They’re promis- 


The batter-pitcher interface 


ing realistic base-running, fielding and pitcher 
management, and particular emphasis is 
being placed on the most important compo- 
nent of any baseball game, the pitcher-batter 
confrontation. 

High Heat is scheduled for release at the 
beginning of the 1998 baseball season. 
—Steve Bauman 

High Heat Baseball * 3D0 + Windows 95 
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Dreams to Reality 


Where sleep | is only the beginning 


| DURING REM SLEEP, 
when your eyes get all weird and your 
significant other is taking Polaroids for 
blackmail material, you travel into another 
dimension — your dream world, where any- 
thing is possible. Cryo Interactive’s Dreams to 
Reality brings us a world in which you don’t 
have to be asleep to dream. 
Combining action, adventure and strategy, 


The annual Ninja cheerleading competition 


Dreams will take 
players through 
over 100 indoor 
and outdoor loca- 
tions in a_ vast 
world, where they 
will need to gather 
magical powers 
and to understand 
the origin of 
dreams 
(without the benefit of Psych 101) in 
order to save unsuspecting dreamers 
from an evil gang of subconscious 
manipulators. You thought overbear- 
ing mothers were experts at entering 
the subconscious? Well now you can 
join them, since you have strange pow- 
ers and abilities that allow you to mind 
surf among other characters, using 
their own unique strengths to combat 
evil in the dreamworld. 

In a third person 3-D package, you 
view your character as he walks, runs, 


trademark for their action game, Raptor. NovaLogic, however, is still calling their upcoming game 


F-22 Raptor. On the iss 


' representing the actual plane in memes manufacturer Lockheed- 


Martin has decided not to pursue exclusive license agreements... Arsenal changes direction — 


Arsenal Publishing has announced that they will no longer be a Biches choosing instead to focus on development. They are changing ne nam : 
| and are negotiating with the developers of TacOps and Road 
‘ow to terminate their publishing agreements with Arsenal. Current in-house develo , 


Dead Unity 


It’s allin the Works 


® IN A SCI-FI SUSPENSE 

thriller, THQ summons players 
directly to the core. You play Works, an 
“artificially enhanced human” who must 
power down the immense computer core of 
an unfathomable global mediation machine. 
In an alternate reality, you will face 9-foot 
tall metal giants called Fleshies, as well as 
the masterful and diabolical core of the 
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Running amid the huge orbs 
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to Arsenal Interactive, 


You are in much better shape than ndilar 


jumps, swims, rides, flies, speaks and fights; 
and performs aerial looping, high-speed 
motorcycle driving, tunnel surfboarding, 
(kicking himself in the head and running for 
office?) in complete real-time. 

As dreams have layers, so does the game 
environment, filled with over 100 characters 
including monsters, super-beings and others 
to interact with and confront. You will never 
know who is friend and who is foe from one 
moment to the next. You will never know 
what is real and what is imaginary. But hope- 
fully you will know that you and your 3Dfx 
card are awake and running through this 
dreamlike state of... the art? —Cindy Yans 

Dreams to Reality + Cryo /nteractive - 
Windows 95 


_ efforts will continue, but no publisher for these titles has been signed yet... 


computer itself, in a blowout showdown 
shoot-em up. (Try Fleshies — the sensible 
breakfast cereal.) 

Works may choose from over 100 weapons 
and enhancements that he may interchange at 
the touch of an ARM (Automatic Reconfigurable 
Munitions). That’s over 100 ways to slice, dice, 
maim, mutilate, impale, mangle and cripple 
over 30 original enemy characters. Based upon 
the player’s choices, there are multiple 
story outcomes. 

The game utilizes a “unity-engine” 
for 3-D movement through over 400 
rendered scenes including environ- 
ments such as an underground dam, 
a robot assembly plant carved out of 
a mountain and a 250 story sky- 
scraper. It also features dynamically 
changing environments, such as 
breaking windows, bullet holes in 
walls and day to night lighting shifts. 
Over 40 minutes of original music 
orchestrate the bloody mayhem and 
3-D accelerator cards are supported. 
So are your warped proclivities 
toward destruction. —Cindy Yans 

Dead Unity * THQ + Windows 95 
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Get an Avalanche of Excitement and a chance to win a 1998 Jeep, Wrangler SE when you 
buy Interplay games. Plus, get up to $100 cash back on your purchase of Interplay games, a 
Diamond Multimedia Monster 3D Accelerator Card and/or an ACT LABS EagleMAx joystick! 
To win the rockin’ 1998 Jeeps Wrangler SE, read about each exciting Interplay title and plow through the 
puzzles on the following pages. When you reach the Puzzle Summit on the final page, 


take the circled letters from each individual puzzle and decode the message on the 
Sweepstakes/rebate Entry Form. Follow the instructions, and mail in for your rebate and 


a chance to win the 1998 Jeepe Wrangler SE or a library of the 12 exciting Interplay B win 
titles featured on the following pages. i 
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STAR TREK 


STATAFLEET | 
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you've got what it takes to graduate first in your _ 


class. Going where no simulator has gone before, 
_you'll take on 30 of the universe’s finest : 
_starships, from a cloaking Klingon Bird of Prey 

to the Romulan heavy cruiser. All the while, 


Captain Kirk William ae Commander 
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VIRTUAL 


POOL® 


The ultimate pool simulation just 
got better. Guaranteed. 


O*%." 2 million pool players have taken a break with Virtual Pool the 
#1 pool game in the world. Now, after 8,000 man hours of 


enhancements, new 3D look and 50 new game features like 
called shots and the ability to jump balls, she ultimate pool 
simulation is better than ever. And it's still the only pool game 
guaranteed to improve your real pool playing. Virtual Pool 2 
includes 5 new games, 3 modes of play (Amateur, Pro and 
Championship), all new 3D-rendered graphics and 3 texture- 
mapped pool halls. Plus, unlimited camera angles, adjustable 
t@Ble characteristics, an all.new physics model and a multi- 
player tournament mode with up to 64 computer opponents. 
There is even a new pool tutorial with lessons on specialty 


shots and pool strategy. | 


So, get Virtual Pool 2 today. It’s all new and it’s still the only game with the 
balls to offer a money back guarantee. Have you had your break today? | 
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7 Prercrs yourself for the #1 casino gaming experience! 
\ Featuring vividly detailed graphics and superior 

_ sound, Beat The House will a 

' make you feel like you are 

P»part of the action. Not only 

= will you experience the thrill 

® of casino gaming but you'll 

also learn the skills and 

_ techniques of the experts. 
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2. What sequel to the best-selling virtual game is so real 
it will improve your actual play? 
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Y nte oductions. All rights reserved. Exclusively licensed and distributed by interplay Productions. Beat The House © 1997 Park Place Productions. Beat The House is a 
iti (S of Sony Computer Entertainment, Inc. All rights reserved. Microsoft, Windows and the Windows logo are registered trademarks of Microsoft Corporation. 


Redneck Rampag 
first-person 3D | set i 
fictional. town of Hickston, 
Arkansas. Armed with up to 
ten impractical weapons, 
players blast their way 
through country bars, trailer 
parks, and chicken processing | | 
plants in search of their 
missing pig who's been 
abducted by evil aliens. But they 
ain't gonna make it without 


enough fuel (pork rinds and 
whiskey) to fend off good ol’ boys 
with sawed-off shotguns who 


aim to blow 
away their 


bony behinds. 
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“The Funniest Game We Ve Played 
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XATRIX® 


entertainment 


©1997 Xatrix Entertainment Inc. All rights reserved. Redneck Rampage is a trademark of Interplay Productions. All rights reserved. Interplay is a registered trademark of Interplay Productions. All rights reserved. Interplay is the sole publisher and distributor. All other trademarks and copyrights 


are property of their respective owners. ©1997 and ™ Hudson Soft Co., Ltd. Bomberman is a registered trademark of Hudson Soft Co., Ltd. All rights reserved. Interplay is the trademark of Interplay Productions. All rights reserved. Exclusively licensed and distributed by Interplay Productions. 
Windows and the Windows 95 logo are registered trademarks of Microsoft Corporation. All rights reserved. All other trademarks and copyrights are the property of their respective owners. 
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Some race for glory. Some f 
money. Then there are those 
who drive for the sheer ecstasy of 
crunching bones against 1 
bumper. Introducing Carmageddon, ~ 
the racing game that separates thes 
men from the grease spots on thé Pegiieasamaas 
Pit your wits and wheels against 2S" vena 
drivers over 36 formidable race circuits to 
become The King of Carnage and The 
Prince of Pile-up. PC CD-ROM 
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“This Time, 
 You’re Going All 
fhe Way Down — 


Descent If: The Infinite Abyss, includes the award-winning 
Descent || with an optional 3D accelerated version and 
the all new Vertigo Series. With 50 levels, 
40 enemy robots, easy to use utilities like the 
Mission Builder, kevel Converter and the 
Robot Texture Editor your Descent 
experience js infinite. PC CD-ROM 
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Software 


Since 1989 Bomberman has been The BLAST is Back & more 


defined by gamers as the ultimate CHAOTIC than Ever! 
multi-player game. Now “the man” is 


available in an enhanced multi-player package 

. complete with 3D rendered graphics, new character 

i pennnan animations, and a vast repertoire of spiteful canned 
BO ee and custom taunts. Keeping true to the original 

47} addictive gameplay, you better think fast as you vie 

[e) for deadly power-ups, race against the cléek and 

blow your opponents to smithereens. 
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Descent © 1996 Parallax Software. Ail rights reserved. Mission Builder © 1996 interplay Productions. All rights reserved. Descent, 360° logo, and interplay are trademarks of Interplay Productions. All rights reserved. Portions of Mission Builder © 1996 Bryan Aamot. All rights reserved. 
Windows'95 is a trademark of Microsoft Corporation. All rights reserved. ©1997 and trademark SCi (Sales Curve Interactive) Ltd. SCi is a trademark of SCi (Sales Curve Interactive) Ltd. All rights reserved. interplay is the trademark of Interplay Productions. All rights reserved. Exclusively 
published and distributed by Interplay Productions. 
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_ ESCENT TO UNDERMOUNTAIN™ is the most DG chuionsry new coi 
AD&D* FORGOTTEN REALMS® computer game ever. Based on an > = 
enhanced, SVGA version of the award-winning Descent” engine, _ 
you are challenged to build an authentic AD&D® character and plunge deep : 

into Undermountain — a twisting, monster- | 
filled dungeon labyrinth located beneath the 


city of Waterdeep. epee 


ComING SOON ON PC CD-ROM BY GAMERS. FOR GAMERS.™ 


Survival comes down to two things: 
The role of strategy. And the roll of the die. 


ntroducing the new CD-ROM version of TSR’s 
blockbuster dice strategy hit, DRAGON DICE. 
Players are challenged to build and command 
dice armies from an assortment of races and 
creatures that struggle for territorial dominance. 
Multi-player features, animated tutorial and 

special collectible Dragon Master die make DRAGON 
DICE a must buy for strategy enthusiasts. 


AVAILABLE Now 
on PC CD-ROM 


BY GAMERS. FOR GAMERS.” 


All the Legendary Games. _— AMLIB FORGOTTEN NEAL Titles 


All the Magnificent Stories. ss ie AVAILABLE No W av a. | 
* POOL OF RADIANCE™ ON PC CD. Ds ; 

he FORGOTTEN REALMS® « CURSE OF THE AZURE BONDS™ 

Archives — the ultimate » SECRET OF THE SILVER BLADES™ 

ADVANCED DUNGEONS & - POOLS OF DARKNESS™ nmr tiie ees 
DRAGONS® PC game collection. * HILLSFAR™ pet; 4 eons: (Ni Tes AREAL 
Twelve of the greatest role-playing RIESE Ta OLDER” ser NG gM Oe ee uaa 

* EYE OF THE BEHOLDER ITF'™ ae 2, ‘ 


fantasy adventures ever created are 


gathered together in one incredible 
boxed set. 


- EYE OF THE BEHOLDER IIT™ 

* DUNGEON HACK" 

- GATEWAY TO THE SAVAGE 

FRONTIER™ 

+ TREASURES OF THE SAVAGE 
FRONTIER™ 

* MENZOBERRANZAN™ 


_ GATEWAY TO THE SAVAGE FRONTIER, TREASURES OF THE SAVAGE FRONTIER, and MENZOBERRANZAN are trademarks owned by TSR, Inc a used 
__ under license. SSI and Strategic Simulations, Inc. are trademarks of Strategic Simulations, inc., a Mindscape company. Computer game code C 
__ Strategic Simulations, Inc. Used under sublicense. Interplay is a trademark of Interplay Productions. All tights reserved. Windows and the Win 
are eee trademarkds of Microsoft Corporation. All rights reserved. All other trademarks and aes are the poe of their respective ow 


“Fallout has everything necessary to be the best 


roleplaying game of all time” = ° : 


- Next Generation 


ARERR ORT A. 


A NEW BREED OF RPG 


mantencenerne 


In the recent wave of fantasy RPG-lites, FALLOUT’s post apocalyptic 
vision sets a new standard for today’s role-players. 
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Cutting edge technology with 3D-rendered personalities 


adds a whole new level of dynamic sophistication to 
character interaction. 


With unusual characters, hidden surprises, unique locales, and 
multiple death sequences, FALLOUT packs a replay value few 


games can match. 


- If you agitate someone with your comments, they'll feck endact agitated. 
and remember that encounter. Depending on the player's choice of _ 
conversation topics, characters will look happy, normal, and/or angry: 


¢ Over 50 mini-quests with multiple solutions take you through 
devastated wastelands ae as Rad Scorpion dens, Junktown, and 
the Brotherhood of Steel. © 


- Meticulous uni system lets you target 
specific body parts to wound, cripple, or kill as you see fit. 


« Make your own character or start with one of three 
pre-generated types: Diplomatic, Deceptive, or Combative. 


« Victims don’t just perish-they get cut in half, melt into a 
pile of goo, and explode like a blood sausage into — 


chunks of flesh. 


- Improve your character's skills throu gh play ond 
receive perks tailored to your chencase abilities. 
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1. HOW TO ENTER: No purchase necessary. Sweepstakes begins 10/1/97. Decode the Interplay jumble puzzle and mail the answer on this form or a 3 x 5 card hand printed with your name, mailing address, zip code to: PO. Box 19641, Irvine CA 92623. Entries must be received by 1/31/98. Sponsor assumes no 
responsibility for lost, late, misdirected, mutilated, illegible, stolen, incomplete or postage-due mail. 2. ODDS OF WINNING: depends on number of entries received; total circulation of entry forms approximately 1,000,000. 3. WINNERS: will be randomly selected on or about 2/15/98 from all entries that correctly decode 
the puzzle & are received during the promotional period. PRIZES: ONE (1) GRAND PRIZE: A 1998 Jeeps Wrangler SE. ARV $15,000.00. Tax, license, registration, title and any other fees will be the responsibility of the winner. One hundred (100) first Prizes: An Interplay library of twelve (12) titles. (ARV $468.00) Total Prize 
package ARV $61,800.00. Taxes are responsibility of winner. No cash substitutes. 4. Sweepstakes open to all continental U.S. and Canadian (except Quebec) residents, ages 16 or older, except employees of Interplay Productions, HWB, Inc. their affiliates, subsidiaries, advertising and promotion agencies and the 
immediate families of each. 5. By entering the sweepstakes, participant acknowledges that he/she (or if a minor, the parent/guardian) agrees to allow the use of participant's name and/or likeness and/or voice in publicity concerning the promotion without compensation, unless prohibited by law. 6. Interplay 
Productions, its subsidiaries, affiliates, directors, office 


and a liability/publicity release which must be returned within 15 days of notification. Canadian resident winners will be required to answer a mathematical question. 7. This sweepstakes is being conducted by HWB, Inc., and independent judging organization, whose decision in all matters shall be final. 8. Offer void 


To receive your rebate & be automatically To enter the sweepstakes only: 
entered in the sweepstakes drawing: 1. Complete the puzzle and 

1. Complete the puzzle mail this form to: 

2. Complete rebate portion Avalanche of Excitement 


ca Sweepstakes 
3. Mail this form to: P.O Box 19641, Irvine, CA 92623 


Avalanche of Excitement Rebate 
P.O. Box 19129, Irvine, CA 92623 
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1 2 3 4 L 6 7 8 9 nh B 2 15 4S 6 66 COT | 
Eligible Interplay Titles: BUY: Any combination of Interplay games and accessories listed below between 10/1/97 & 12/31/97. 
(check all that you purchased, maximum of es = ’ ae 
4 games without additional accessory purchases, | MAIL: 1. Proof of purchase (original UPC) from each product package purchased. 2. Original cash register receipt w/store name or Interplay invoice, title 


niin 6 alte sien purchases) purchased, and date of purchase circled (receipts cannot be returned). 3. This completed certificate 


in a stamped envelope to: Interplay Avalanche of Excitement Offer P.O. Box 19129, Irvine, CA 92623. 


duplicate requests will not be returned. Not responsible for late, misdirected, incomplete or illegible requests. Offer good in USA and Canada only. Void where prohibited, taxed or otherwise restricted. All rights reserved. 


__| Starfleet Academy™ RECEIVE: Up to $100 cash back (via rebate check). Allow 8-10 weeks for processing. 
|] Virtual Pool™ 2 PRODUCTS PURCHASED — 
' | Fallout™ | $30- 1 featured Interplay game and 1 Diamond Multimedia Monster 3D Accelerator Card 
rT Beat the House™ Win 95/Win __| $30- 1 featured Interplay game and 1 ACT LABS EagleMAX Joystick 
| Realms of the Haunting™ __| $10-1 Interplay game 
= = Name : Birthdate / / 
__| DESCENT TO UNDERMOUNTAIN™ __| $20-2 Interplay games pein 
| DRAGON DICE™ $30 - 3 Interplay games ress _— 
— =I Cit State Zi 
The FORGOTTEN REALMS® Archives __| $40 - 4 Interplay games ier = P a 
a TOTAL REBATE: $ (UP TO $100) e-mail Address 
Redneck Rampage™ 
a The product must be purchased and receipt dated on or between 10/1/97 and 12/31/97. This request must be postmarked by 1/15/98 and received by 1/31/98. Allow 8-10 weeks for processing. This original certificate must accompany 
__| Atomic Bomberman™ your request and may not be reproduced in any manner. Offer not valid with any other offers. Only the original retail store receipt or interplay invoice will be accepted. Receipts will not be returned. Materials from noncompliant or 
|_| Descent II™: The Infinite Abyss 
— 


Carmageddon™ 


Circuit City * Best Buy * CompUSA Egghead Electronics Boutique * Computer City « Media Play 
Babbage’s Etc. Hastings e CompuCenter ¢ CompuSmart ¢ Future Shop ¢ Business Depot ¢ London Drugs 


agents, employees, and HWEB Inc. shall not be responsible for any damages, compensatory, direct, incidental, consequential or otherwise, with respect to, or in any way arising from this sweepstakes. Grand Prize winner will be required to sign affidavits of eligibility 


where prohibited or restrictred by law. Offer void in Quebec. Subject to federal, state and local laws and regulations. 9. For the names of the major winners, send a self-addressed stamped envelope to: Avalanche Winner's List, PO Box 17129, Irvine, CA 92623. Requests for winners list must be received by 3/1/98. 


he Dagger of Xian is an ancient Chinese artifact that was 
rumored to have once been used by an unnamed tyrannical 
emperor before being seized by Tibetan warrior monks. It 


to her repertoire. Control-wise, the keyboard layout is identical, 
which should eliminate any sort of learning curve for fans of the 


Original game. 
eventually made its way to a resting place within the Great Wall of 


China. Why the interest in such an artifact? Legend has it that he 
who plunges the dagger deep into his heart will gain the power 


of the dragon... 


Enter one Lara Croft, adventurer, archeologist 


There are more human, rather than animal, enemies in this game 
than in the prequel, and with that comes the expectation of better 
enemy Al.|In a few of the completed rooms, there are some humans 


that attack, and they do tend to be a bit more unpredictable, run- 
, socialite, fashion ing i 
model. She wants the Dagger of Xian, and so does Marco Bartoli 


the son of the magician Gianni Bartoli, who is rumored to have a 


ning in and out of the rooms and indeed exhibiting more smarts. In 
particular, one bad guy would attack with a pipe, run away, and as 


you started after him, turn and attack again 
“device” that will open the tomb where the Dagger is located. As 


both parties go searching the world over for the pieces to the 
puzzle that will open the door of the tomb, they're constantly 
hounded by the Dagger’s protector, a Chinese and Italian group 
called the Fiama, who will do anything in its power to keep any- 


one from finding the Dagger. 


Such is the story of Tomb Raider 2: The Dagger of Xian, Eidos 
Interactive's sequel to the award-winning Tomb Raider (voted 


NO MULTIPLAYER 


Depending on your opinion of the first game, Eidos has either 
played it safe or taken an enormous risk with Tomb Raider 2. There 
were two approaches they could have taken: stay with the focus on 
single-player exploration and adventure gaming of the original, or 
try to adapt it to a multiplayer environment, perhaps adding death- 


match or capture-the-flag modes. 
“Game of the Year” by this publication). Lara's travels will take 


her from outdoor locations in Venice, China and Tibet, to 
sunken ships, catacombs and deadly swamps. If the plot 
sounds borrowed /ndiana Jones and the Last Crusade, well 


that’s part of the charm. 


Like the original, Tomb Raider 2 is a third-person 
action/adventure that uses true 3D environments a /a 


Quake, but the emphasis in the game is 
more on exploration and discovery than 
bloodshed. As such, it has more in common 
with platform games like Prince of Persia 
than Doom, which is what made the original 
such a refreshing change of pace. 


THE NEW STUFF 


Enhancements to the 3D engine include 
support for Direct3D (in fact, the playable 
version used for this article already has it 
enabled) and enhanced dynamic lighting 
Examples of the latter are already present in 
the incomplete levels. For example, while 
exploring a sunken-ship, you'll need flares to 


see some of the darker regions, and ona 
level set in the 


mountains of 
Tibet, you can 
enter a dark 
room and throw 
a flare on the 
ground, illumi- 
nating some 
previously 
unseen traps. 
The levels are 
Said to be larger 
than before 
(which is saying 
something), and 
feature more 


plete with a guest appearance by Mr. 
Abominable Snowman). 


bearers for 
varied environments. While the size is nearly multiplayer 
impossible to gauge (we'll take their word on it), 3D gaming. 
the three levels included in the version used for There would 
this article are definitely varied, moving from an be some 
outdoor level in Venice, Italy to a small portion of logistical 
the sunken ship, and the enormous, albeit unfin- 


ished, snow and ice-filled Tibetan level (com- 


Lara has a few new tricks up her sleeve as well 


The developer of the game, Core Design, has chosen the to go 
with the former, rather than the latter, which is sure to disappoint 
the “if it doesn’t have multiplayer, | won't buy it” crowd. While multi- 
player is usually a welcome addition to any game, and tends to 
increase its long-term replayability, it wouldn't be as easy as putting 


some DirectPlay hooks 
and dumping a bunch of 
Laras in a room to blast 
the hell out of each 
other. But Tomb Raider 2, 
like the original, is about 
beating an environ- 
ment, not racking up 
kills, and multiplayer 
focus could upset the 
balance of the game. 
Besides, we already 
have Quake and its ilk 
— leave them as the 
standard 


problems as well, as Lara has quite a bit more animation anda 
higher polygon-count than your average Quake-dude. As such, 
frame rates would be a problem, and without the personality the 
animation of the Lara Croft character brings to the game, would it 


be worth the loss? Finally, the game's auto-aiming could make 
In addition to the walking, running, jumping, swim- deathmatch a bit dull, and a third-person perspective without that 
ming and hanging from walls present in the origi- 


nal game, Lara will add crawling and wall climbing 


feature makes aiming a ranged weapon nearly impossible (flash- 
backs to the original Alone in the Dark and its shotgun) 


COMPUTER GAMES 


“ ..The first time an engine moves | ee ns 
this fast and is just as detailed at | 
100 feet as 100,000 feet.” 

PC Gamer 
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You’ve been warned. 


Some of the success of Tomb Raider has to be attrib- 
uted to the considerable charms of its star, Ms. Lara 
Croft. She’s become a full-blown celebrity, appearing on 
the cover of a non-computer publication, England's The 
Face, and in digital form as a backdrop in U2’s PopMart 
tour. She’s entered the realm of such pop-culture 
videogame icons as Mario, Sonic the Hedgehog and the 
PC’s only identifiable personality, 
Duke Nukem. 

Tomb Raider 2 will enhance the 
aspects of her character that made 
her so identifiable. No, she hasn't 
had a(nother) breast augmenta- 
tion, but has the new moves men- 
tioned previously, new outfits (a 
bomber jacket and wet-suit), new 
weapons (including an underwater 
harpoon gun) and a higher polygon- 
count on-screen representation, com- 
plete with a ponytail that bounces 
behind her as she 
runs (fortunately, 
other things don't 
bounce as she runs, 
otherwise she'd defi- 
nitely lose an eye). 


While you could defi- 
nitely accuse Eidos of 
playing it safe with Tomb 
Raider 2, it’s hard to deny 
that the reasons for 
doing it are sound.The 
original game has sold 
well over two million 
copies across all platforms (PC, PlayStation 
and Saturn), and clearly Tomb Raider 2 is 
poised to do even better when released in 
mid-November, especially on the PC (the addi- 
tion of native 3D accelerator support will no 
doubt fuel additional interest). Add the possibility of additional levels 
available for download from the Internet (something the consoles can 
only dream about), and it indeed looks like a rosy future for Lara. 
Rather than using the same engine and putting in some new levels 
(ala Doom Il), it appears that Core and Eidos are evolving the gameplay 
and adding a few new wrinkles. If it’s not exactly the revolutionary 
product the original was, there’s nothing wrong with improved tech- 
nology, gameplay and level design. More importantly, they've not 
altered the original gameplay formula in order to jump on the multi- 
player bandwagon, which is either a good or bad thing depending on 
your perspective. Along with Shiny’s MDK, conceding that market to 
Quake and its variants means gamers will have at least one 
other alternative 3D gaming experience this 
year. -Steve Bauman 
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He's skinny. He wears a loincloth. He has no weapons. 
He's the guy that you play. 


Walk. Talk. Feel. Hide. Think. And take on the ugliest the Mudokon, it can all be yours. That is, if you can make 
bunch of carnivorous crustaceans this side of a baboon’s it through the most inexplicably challenging gameplay in 
butt in a new kind of game and a brave new world of the Known universe. 


interaction. Communicate with real characters. But, not in some 
From slave-laborer at Rupture Farms to Liberator of cardboard RPG. Blow away your enemies. But, not in some 


don't get mad: get elum between a paramite and a hard place possession is 9/10ths of the law 


Meet the Jans, 


One-dimensional shooter. Solve wicked situations and you've ever seen and blends them into one seamless, 
wicked enemies. But, not in some wallpaper puzzle game. surreal, sensory overload of pure gaming. So take your 
ODDWORLD: ABE’S ODDYSEE takes every game genre loinclothed butt and claim your destiny. Savior. Or salami. 


WUD WORLD: ABE'S UDDYSEE 


CAMING GETS ODD THIS OCTOBER 
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Aware Lifeforms In 3+ | { H A B | | A \ ] \% _ Software 
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ullets riddle your plane, shattering wood and shredding canvas. The sky screams 
with red tracers, smoke and explosions. And as the Red Baron himself blasts out 
of the sun’s glare... as your palms start to sweat and your pulse races... as you 
hear the ominous groan of stressed wings the instant before they shatter... you 


realize that this is much more than just a game. This is a taste of history. And your next move 
will determine whether you become a legend... or another kill in the Baron’s book. 


Fight years ago we set the standard for flight simulation with a product so timeless and 
revolutionary that it has remained unchallenged... until now. 


The Baron is Back. 


Visit our website and download the original Red Baron™ for free! www.sierra.com/RB2 


ee a ee = 
S Dynamix: 


©1997 Sierra On-Line, Bellevue, WA 98007. ® and/or ™ designate trademarks of, or licensed to Sierra On-Line, Inc. 
All rights reserved. Windows 95 is a registered trademark of Microsoft Corporation. 006713000 


i$ Back 


ver three years in the making, Red 
Baron II is an epic achievement. 
From gamer directed features to 
state-of-the art technology, it is the ultimate 
recreation of the men, machines and 
experience that marked the birth of aerial 
combat. 


pie The Dynamix Mission Builder™ allows players 
to completely customize their missions. 


ee Dynamix's revolutionary new ACE Al™ 
system recreates the skills, tactics and 
personalities of historical and non-historical 
pilots with unbelievable realism. 


vi<_ Dynamix's revolutionary new 3Space 2.0™ 
engine takes a giant leap ahead of the 
competition with unmatched realism in 
age-tuemertere(alivarss 


p< User-definable difficulty levels for players of 
all skill levels. 


Mi< Multiplayer dogfighting action featuring 


internet, network and head-to-head modem 


support. 
p< The Plane Paintshop™ allows players to 
pie Fly single missions for quick action or select customize the colors, insignias and look of their 
Campaign play for a full tour of duty. planes, using either provided patterns or by 
importing artwork of their own from any 
pie Over 40 unique aircraft with 22 flyable planes. standard paint program. 


AR , 


3 
ph 


(32) COMPUTER GAMES 


BcircSUA SUF WU Test drive XCar at 
presents ~WWW.XCar.com 


pole-sitters and take the 
Checkered flag.” 
—Computer Gaming World 


“Superb graphics and " 

-fealism...pure relief for the a. 

terminally gridlocke, :. oe 
‘—btrategy Plas” 


Destined lo become 
et WEN S: 


Life 


Grea tness is earned. 
Mot awarded. 


° Race any of 17 prototype XCars. The latest experimental racing vehicles! 


~ etual IBM screens SHOWN 


& > Customize every aspect of your car’ S performance: using the latest 
os cutting-edge racing technology, then test drive your prototype. — 


| o Experience brilliant high res (SUGA) graphics at sustained frame rates. 
XCar is the most beautiful and fastest racing game on the market! 


} Includes a library of real racing: circuits and conceptual tracks. You can_ 
race Lime Rock, the streets of Seattle or around Mayan Temples! — 


° Generate real telemetry data on the high speed oval, skid pad or ages — 
handling tracks to customize your car for optimum performance. EC se tities SHUG 


_@ The first true hard core racing simulation for experienced racers. ‘POWERED BY ee 1870 Picard Drive, Suite 120 


| Rockville, MD 20850-4304 
Arcade Mode for those who want to learn to race like the Pros. : BBS: 301 990-7552 « Fax: 301 926-8010 


- Website: ia NON. pun: com - 


+e o Includes network and modem m support for multi-player racing! 


You’RE DASH RENDAR - QUICK ON IT'S YOU AND YOUR TINY SNOWSPEEDER SPEEDER BIKE MODE - FAST-PACED 
THE TRIGGER OF A BLASTER. VERSUS A GIANT, IMPERIAL AT-AT. ACTION WITH A KICK START. 


THERE'S A NEW FACE OF 
EVIL IN THE UNIVERSE. 


{AND YOU THOUGHT IT COULDN'T GET ANY UGLIER] 


=F as co) 
ims S TAR WARS REQUIRES 


DOWS i EMPIR 


vehicles and locations. With your 3D accelerator, it’s a fast, sharp, colorful universe - so detailed, in fact, you 


Enter Prince Xizor - the newest villain in the Star Wars 


universe. In Shadows of the Empire, you'll encounter 


m fACCELERGTQR him along with a host of new Star Wars characters, 


of Xizor - a face of evil so dark, you'll only find him in the shadows. Wl | UCaSartS.com 


@, TM & © 1997 Lucasfilm Ltd. All Rights Reserved. Used Under Authorization. Star Wars and the LucasArts logo are registered trademarks, and Shadows of the Empire is a trademark of Lucasfilm Ltd. 
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Blast, marm and fire-bomb your way 
through 17 unsuspecting locales. 
But don't get too crazy out here- 


strategy is key, so take advantage of 
the third-person “premeditated” 


perspective that lets you see exactly 
who's cold and who's still able to pull 
a trigger. 


- Brutal shooter/strategy combo | 
challenges you to keep one eye on | 
your target and the other looking ey 
over your shoulder at alltimes. | # 


¢ Real-tume 3D characters rage 
against beautifully hand-paintef 
killing fields. 
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- So freakin’ real, your victims 
will actually beg for mercy and 
scream for therr lives! 
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to create the game. Create and 
manipulate characters, actions 
and personalities. 


The Postal CD-ROM is available for PC and Mac. 
Get them first at your local retailer, www.gopostal.com, or by calling 


1-888-797-5867 and give them the code: “lethal Injection” 
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Many years after the great con- 
flict, much has changed on Yavaun. 
Humans, reluctant colonists, are 
now part of the cultural diversity 
of this alien world. 


WAR WIND Il: Human Onstaucut 


offers new, larger vehicular and 
mechanized units. All-new maps 
with improved terrain graphics. 
Streamlined game play in building 
and promoting your units. All this, 
plus the unpredictable human 
element, makes WAR WIND II 


much more than just a sequel. 


It's a whole new game. 


A MINDSCAPE® COMPANY 


WINDOWS” 95 CD-ROM 
WWW.WARWIND.COM 


To Order: Visit your retailer 
or call 1-800-234-3088 
(USA & Canada) with 


Visa or MasterCard. 


Developed by 


War Wind is a trademark of Strategic Simulations, Inc. ©1997 Strategic Simulations, Inc., a Mindscape Company. All rights reserved. Windows is a registered trademark of Microsoft Corporation. 
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rom the moment Douglas Adams 

ditched his typewriter for a comput- 
er, he has been fascinated by its creative 
possibilities. In 1996, he became a founding 
partner of The Digital Village, a multiple- 
media publishing company based in 
London, England. 

The first big project for The Digital Village 
is Starship Titanic, an original story and 
game written and designed for the PC, to 
be published by Simon & Shuster 
Interactive. In this interview with Brenda 
Garneau, Adams takes us into the village 
and aboard the ship for a rare view into the 
world of his creative genius. 


CGS+: You have along history in this 
industry, Douglas, back to its early days 
with Hitchhiker’s Guide to the Galaxy, a 
game you did with Steve Meretzky. 

DOUGLAS ADAMS: Ves, | 
worked with Steve at Infocom about, oh, 12, 
13, or 14 years ago. So | go back a long way, 
but most of it is “gap.” 


So after you did Hitchhiker’s Guide 
way back when, what caused the gap? 
Oh, very simple. | loved the text-only games, 
which were effectively interactive story- 
telling whereby you could almost get 
involved in a conversation with the 
machine. In about 1985, computer graphics 
started to arrive,and suddenly everyone lost 
interest in text games. Although text obvi- 
ously can be an enormous stimulus to the 
imagination, it doesn't look that good on 
the screen. So, when graphics started to 
arrive, they just knocked text games out of 
the water. But the graphics? They were 
dreadful. You know, the graphics in the mid- 
eighties were terribly slow and clunky and 
ugly and course and crude, and | just 
thought,“Well this certainly doesn't look ter- 
ribly interesting to me.|'ll wait until the tech- 
nology get a little better and the graphics 
get good.” So, that took us up ‘til now. 


Did you actually start work on a sequel 
for Hitchhiker’s Guide a long time ago? 

No. Infocom was always very keen to do one, 
but my feeling was that | was suffering from 
“sequelitis” by that time. [Laughs] So, | seem 
to remember that we laid plans to do anoth- 
er one, but it hadn't really got very far. At the 
time, basically, what Infocom did, well, as the 


42 - THE ONLY ANSWER WE'LL EVER 
NEED 


NICKNAMED FUNNEL MOUTH, THIS BOT 
RIVALS YOUR HOOVER UPRIGHT 


by Brenda Garneau 


name suggests it was not originally meant 
to be a games company. It was all these peo- 
ple who came out of MIT to set up a busi- 
ness software company, and while they 
were looking around for investment and the 
right projects to be worked on, [they fig- 
ured] we might as well get the company 
turning over by putting out these games we 
did while we were at MIT. That, of course, was 
Zork. And so, we put that out just for fun and 
it turned into a big hit, and so we turned out 
another one and another one, and gradual- 
ly, we found that we inadvertently had 
become a games company. It came to a 
point where the CEO sort of put his foot 
down and said, “I didn’t become CEO of a 
games company.| want to be doing serious 
and proper business software.” So, they got 
a whole lot of new investment and a whole 
lot of new staff, and they built this natural 
language-based database and information 
manager called CornerStone. It was a very 
good bit of design, but the business world is 
not going to buy something that has come 
out of agames company. So, they sold about 
a half-dozen copies of that, having sunk 
about six million dollars into it, and it sank 
without a trace, sadly, taking the whole com- 
pany with it. 


The age of graphics has turned us, pretty 
much, into people who just click on the 
screen. There’s no game but, god, those 
pictures sure are pretty. You have some- 
thing different in your new game, state- 
of-the-art language technology? 
Well, if | can go back a bit, the point where | 
began to get interested in the field again 
was when Myst appeared. It suddenly set a 
whole new benchmark. Once Myst 
appeared, you could never do a game 
where the graphics were less good than 
that. On the other hand, Myst, as we know, 
for all its beautiful design, was a rather 
empty environment. Well, | find that. So, it 
would always be in the back of my mind. I'd 
watch all the point-and-click games and 
think that all of the real interaction and 
engagement you got from being virtually 
locked in a conversation with the machine, 
something you used to get with the 
Infocom games, was effectively lost. 

That was in my mind very powerfully 
when it came to designing this game, 
Starship Titanic. We had to draw forward all 
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of those techniques. Now, of course, in the 
Infocom games, the parser was not only in 
charge of you handling bits of dialogue 
with the characters, but actually had to 
carry the whole logic of the game. In these 
games, that’s not the case. All the parser has 
to handle is just the dialogue when you 
interact with the characters. Actually, we're 
getting slightly anxious about it, because 
our data budget is getting way out of con- 
trol. [Laughs] We have something like nine 
hours of dialogue in this game, and we're 
going to be recording another hour in the 
next few days because of all the gaps we've 
now spotted. We were very strict with our- 
selves to begin with. It was going to be a 
one CD-ROM game, because you know how 
people hate to juggle disks all the time, but 
I'm afraid we went up to three, and we're 
still struggling to get it all in.In an absolute- 
ly ideal world, such as the one we don't live 
in, then the way we would have handled 
the conversation would have been slightly 
different, and obviously there are three dif- 
ferent stages to any conversation engine. 
One is the input, one is the output, and the 
other is the tricky bit, which is in between. 
The tricky bit that is in between is a conver- 
sation engine written for us, actually, by 
Linda Watson of the Virtus Corporation. It 
was originally called TrueTalk, but then we 
discovered that somebody else had control 
of that name, so we had to change it at the 


last minute to Velocitext, which | must say 
sounds to me like a 1950's typewriter, but 
there you go. [Laughs] So, obviously, the 
heart of that is the bit that happens in 
between. The Al or the assessment of the 
input and the selecting of output. In an 
ideal world, then the input would be speech 
recognition, but of course we are not there 
yet. So we've reverted to typing. 


Something you think the point-and- 
click hordes are ready for? 

It's interesting, because a few years ago if 
you said to people that you’re going to 
have to type within the context of the 
game, they would have looked at you as if 
you were completely mad. Then, since the 
rise of the Internet and chat lines and so 
forth, people are suddenly much more 
used to typing again. So, we’ve emerged 
into a post-post-literate world, where peo- 


he was born to play. 

It sounds, you’re really directly involved 
in the development here. 

Oh, absolutely. The one thing that I’m kind 
of prepared for is people saying to me,“Oh, 
| know what you did. You just signed over 
the rights and turned up at a meeting once 
a month.” But, this has been my full-time 
activity, five days a week, eight hours a day 
for the last year or so. 

As a writer where you've got 300 pages 
to fill with words, do you ever feel limited 
by the computer medium? Confined to, 
like you say, perhaps nine hours of text? 
Did you ever feel limited by it? 

Well each medium you go into, it gives you 
all sorts of new opportunities that no other 
medium has, but also, all sorts of limita- 
tions. Yes, the limitations of the computer 
medium are legion but the possibilities are 
also vast. 
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... text-to-speech is extremely 
wearing on the ear, because every 
character ends up sounding 
either like Stephen Hawking or 
Some tough Scandinavian’ 
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ple can actually type again. And, at the 
other end, again in an ideal world, we 
would have had text-to-speech [capability] 
which would allow the conversation parser 
much more flexibility in constructing 
responses. However, nine hours of text-to- 
speech would be extremely wearing on the 
ear. In fact, nine minutes of text-to-speech 
is extremely wearing on the ear, because 
every character ends up sounding either 
like Stephen Hawking or some tough 
Scandinavian. That turned out not to be the 
right solution. 

So, you've got a small team of actors 
who have played all the parts and just 
recorded every possible variation of 
every particular response, and, if not, I’ve 
written a lot of dialogue. | think that will 
give people a very, very rich experience. 
Inevitably, we are going to be cursing 
and swearing at ourselves once the thing 
is out.“Oh, God, we did foresee that peo- 
ple would ask this or do that?” So, you 
have to build in as many deflectors as 
possible. | have polite and entertaining 
ways of saying, “You know, | haven't the 
faintest idea what you are talking about.” 
[Laughs] But, we've got some extremely 
entertaining characters. One of them | 
should mention. They’re all robots except 
one who’s a parrot, a semi-deranged par- 
rot. It’s being played by Terry Gilliam of 
Monty Python, and it was, | think, the part 


[LEFT] EITHER IT’S SUNLIGHT, OR ADAMS 
IS BATHED IN A MYSTERIOUS ETHEREAL 
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SPIRALING INTO THE VOID 


[RIGHT] LL HAVE A VODKA MARTINI 
STRAIGHT UP WITH EXTRA LUG-NUTS 


YOU CAN SEE YOURSELF IN EVERY SUR- 
FACE. IS THAT BROCCOLI IN YOUR TEETH? 
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You set the story up well with the name. 
Yes, the most fabulous, beautiful, most tech- 
nologically advanced, gorgeously outfitted, 
gorgeously designed starship, a cruise liner 
called The Starship Titanic, has been built in 
the middle of a galactic civilization of which 
we know nothing. It’s the most advanced 
ship ever built. Technologically, it cannot 
possibly go wrong, and on its maiden voy- 
age, it crashes into hyperspace and disap- 
pears. And where it lands? It crashes into 
your house, on it. So, you find your way up 
into this ship, or not if you want to play a 
two-minute version of the game. You find 
yourself in this environment which is a cross 
between The Queen Mary, the Chrysler 
building, Tutenkahmen’s Tomb and Venice. 
It’s just the interior, and it’s fabulous, gor- 
geous. You gradually discover that all is not 
as it might be. 

There are also some things that have 
gone wrong with it, and there are some 
unfinished bits. It's staffed with a lot of 
slightly dysfunctional robots and a semi- 
deranged parrot. You gradually begin to dis- 
cover what's gone wrong. So, essentially it’s 
an exploring and puzzle solving game. By 
the end, you should have unraveled the 
whole of it all to take the thing back to Earth. 


In Hitchhiker’s way back when, the game 
actually lied to the player... 
Yes. | think there’s one particular character, 


'...a@ semi-deranged parrot [is] 
being played by Terry Gilliam of 
Monty Python, and it was, | think, 


the part he was born to play 


You already have so many fans, and with 
Starship Titanic, you'll probably take that 
even further. Can you tell me a bit about 
the game? 

Well, yes. It’s an exploring-type adventure 
game. Absolutely, | do want to make this 
clear, it’s absolutely non-violent except for 
what happens to a flock of starlings; and it’s 
a funny game, basically, with some 
extremely strange and intriguing puzzles 
in it. A lot of the puzzles are extremely silly, 
but a lot of them are also very cool and 
very clever. There's one, one of the star puz- 
zles in the game, it’s right at the very end, 
and it’s completely unlike anything else in 
the game, which has mostly been quite 
silly. There’s a beautiful problem that you 
have right at the end, getting the ship back 
to Earth. You have to solve a three-dimen- 
sional navigation problem wearing 
red/blue glasses. | think that will sort of 
catch everybody by surprise. 
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actually | don’t want to give too much away, 
but you'll find there's a place in ship you can 
go and change all sorts of behavior charac- 
teristics of the robots. If you change one of 
its characteristics, well, then everything he 
tells you will be untrue. [Laughs] 


What’s the future for The Digital Village? 
What | will be moving onto next after we 
finish the Starship Titanic by the end of 
this year will be movies. It's the one medi- 
um | have yet to crack, and it’s really bug- 
ging me. [Laughs] So, possible projects 
have come and gone, but this time | am 
determined. This is where | am going to 
focus my attention. It is absurd that | have 
not managed to do this properly yet. So, 
obviously, with some of the resources that 
we have now created here at The Digital 
Village, both in terms of all of our anima- 
tors and our graphic artists and so on,and 
their developing skills for the web, it 


means that we can go into partnership 
with a studio or an independent or what- 
ever, and not only provide the story and 
the script, but a lot of the facilities for 
making the film as well. Now that’s an 
ambitious project, but that’s what we are 
sort of structuring ourselves to do. And, as 
| said, then everything we do will have a 
major home on the web. 

But having said that, of course, one major 
preexistent entity is The Hitchhiker’s Guide, 
which by staggering coincidence not only 
has a very, very high cross-over with the 
web, in terms of demographics of its audi- 
ence, but it also provides a model for how 
you'd think about creating an electronic 
guide service. So, we intend to create some- 
thing based on The Hitchhiker's Guide to the 
Galaxy. The actual entity of The Hitchhiker’s 
Guide to the Galaxy will be one of the core 
things that we will be doing here. So, it’s 
suddenly something for me. | mean, after 
having drifted into boredom writing books, 
suddenly I’ve got a whole new set of worlds 
to conquer. It’s great. 


[LEFT] DOUGLAS ADAMS REVOLUTIONIZES 
THE TEXT-ENHANCED ADVENTURE 


HALF GONDOLA, HALF CONQUISTADOR 


[RIGHT] MAY | TAKE YOUR COAT AND 
BRAIN, SIR? 
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Operation Market Garden Casualties: 
16,822 troops, 97 tanks, 118 planes 
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ucked away in a subdued 

penthouse office suite out- 

side of Baltimore is perhaps 

one of the most intense 

concentrations of comput- 

er game design talent on 
the East Coast (if not the coun- 
try). Home of the trinary game 
development stars Sid Meier, Jeff 
Briggs, and Brian Reynolds, 
they've been pretty quiet during 
their first year in business; now, 
however, they’re about to come 
storming into the turbulent bat- 
tlefield of computer game sales 
with their first product, Sid 
Meier's Gettysburg. 


The History 


Game industry watchers are 
probably familiar with Sid’s long 
interest in the Civil War, but many 
may not be familiar with just how 
far back his interest goes. While 
talking with Sid Meier in his 
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office, he pulled out a somewhat 


careworn book on the Civil War, 
owned since his childhood. 
Opening to a detailed, %4 
perspective-view paint- 
ing of a battlefield, 
Meier says “I always 
knew | wanted to 
write a game that 
looked like that, 
that had that 

kind of feeling 

to it.” Indeed, 

one of the earli- 
est programs he 
attempted back in 
the days of the 
Atari 800 was a crude 
Civil War game, and the 
idea has been something 
he’s kept alive while computer 
technology has caught up. 

To implement his long time 
vision, however, a big decision 
had to be made, and that deci- 
sion was to make the game real- 


we 


Meier 


time:“A game that looks like that 
has to be real-time.” The dangers 
of such an approach, however, 
haven't been ignored: 
“...there’s a problem 
with real-time time 
games in terms of 
the player actually 
feeling that they’re 
playing the game. 
You need to be 
very careful that 
you don't lose the 
player, that the 
game doesn't run 
away from the play- 
er, that you don't 
give the player too 
many complicated prob- 
lems where they feel like 
they're always trying to catch up 
— it’s no fun.” He says they are 
trying to make the game “where 
you feel like you're playing the 
game and you don't feel the 
game is playing you.” 


Games dealing with historic 
battles are typically regarded as 
complex, dull exercises by many 
gamers. Indeed, in Gettysburg 
there are plenty of real-world, 
wargame-like things being 
tracked behind the scenes, and 
even more that play some part 
up-front, but in typically Meier- 
esque fashion, fun will be fore- 
most. Much of this will be 
achieved through simplification 
of gameplay elements, especially 
the interface. Meier says “It’s 
always been my philosophy - | 
think Civilization was an example 
of this — [that] it’s great if you can 
take a number of simple and 
individually understandable sys- 
tems and make them all work 
together in a way that the inter- 
action creates the complexity.” 
From this created complexity 
comes immersion; “our goal is to 
get you to forget you're playing a 
computer game.” 


The Hert Tew 


The 15th Mass. faces a Confederate charge. The faint gridlines 
help show the terrain relief but can be turned off 
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This zoomed-out view shows the lines of battle anchored 


on Gettysburg itself 


Campaigning in Pennsylvania 


From design philosophy comes 
designs, and from designs, even- 
tually, a game; Gettysburg is cer- 
tainly that. Firaxis takes a some- 
what different approach in that 
they don't recreate the whole 
battle. Instead, the game con- 
sists of linked scenarios that, as 
Jeff Briggs notes, put the player 
in control of the action at critical 
moments in the battle. Current 
plans have the campaign game 
consisting of ten historic and 
eleven hypothetical actions 
(although this number may 
change); unlike many other real- 
time strategy games, the cam- 
paign is not linear but tree 
shaped, and your performance 
in one battle may lead you 
down an ahistoric path. Casualty 
effects from one scenario will 
carry over to another as you play 
through the campaign. Firaxis 


plans a full set of tutorial scenar- 
ios, complete with step-by-step 
instruction on how to move and 
fight your troops. 

Twenty-odd missions may not 
sound like many, but that’s only 
the start. Built into the game is a 
full random mission generator 
that lets you specify the kind 
and size of battle you want to 
fight, number of objectives, and 
more; hit a button and you'll be 
placed at a random spot on the 
map. The game will almost cer- 
tainly not contain a scenario edi- 
tor but will instead ship with 
something perhaps even better: 
complete documentation on the 
scenario data files and formats 
(something that proved quite 
popular in Civilization II). 


T0 battle 


A nice campaign system is noth- 
ing without battles to play, and 


it’s in battles that gamers will 
spend most of their time. In each 
scenario gamers will be fighting 
with two to six brigades; each 
brigade will have a number of 
individual regiments (the small- 
est units in the game). You as the 
player don't represent any par- 
ticular person, but can consider 
yourself a division-level (or per- 
haps even corps-level) leader. A 
bar of options along the bottom 
of the screen lets you issue your 
orders. While you can directly 
command individual regiments, 
it's very important to keep your 
units in position and under con- 
trol lest their vulnerable flanks 
get exposed to enemy assault. 
Because of this, you spend most 
of your time controlling your 
units at the brigade level. 
Control is almost entirely 
mouse based, although the 
game never devolves into a click 
fest. Even when the action gets 


heavy, the pause feature gives 
you plenty of time to consider 
your options and issue orders 
(you Can issue as many orders as 
you want while paused). Select a 
unit, order it into column forma- 
tion, drag the mouse to tell it 
where to go, then tell it to 
assume a battle line facing a cer- 
tain direction. 

Sound plays an important 
part in Gettysburg. It’s in stereo; 
you may hear the sound of hors- 
es from your left speaker, a good 
indicator that your opponent is 
moving cavalry or artillery to a 
flank. Click on a unit and you get 
the sounds that unit is report- 
ing; if it’s a unit marching to the 
front you may only hear the 
distant sounds of battle, but if 
it’s fully engaged you'll hear 
the full roar of combat. You will 
also hear voices issuing orders 
and delivering reports, all of 
which will be cues to you 
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There /s-life on Mars. And in the twilight of the-21st century, it raises 
its ugly head. Dark Colony transports you to that not-so-distant future 
where warring corporations have plundered Mars and unearthed:a 
horrific secret. Now, all must suffer the consequences. 

This is real-time tactical combat — smart,-visual, and violent: 
The animation? Flawless. Feel the heat and toxic gases singe your eyes 


with each fiery explosion and massive eruption: 


RATING PENDING 


LAST SEPTEMBER, NASA SHOWED YOU MICROBES FROM MARS. 


A MINDSCAPE COMPANY 


Fe at wer 


TODAY, WE’D LIKE TO SHOW YOU HOW NICELY THEY’VE GROWN UP. 


Union forces (infantry and artillery) on Cemetery 
Ridge; the Rebel commander faces a tough assault 


The replay feature - examine your defeats and 
crow over your victories 


While you can order individual regiments, 


brigade-level orders are the only way to 
maintain control in the long run. 


The analysis feature helps you examine terrain 


effects and unit facings 


Gettysburg wasn’t all open fields; the fighting in 
rough terrain was some ofthe bloodiest of the battle 


Multiple zoom levels let you focus on a tactical 
fight or get an idea of the big picture 
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about the unit's status. 

Morale is another key compo- 
nent of Gettysburg. |n the game, 
many things effect a unit's 
morale, and most of them are 
variable. Units that rout run 
away from the main part of the 
fighting; you can send a leader 
to attempt to rally them (thus 
withdrawing that leader's posi- 
tive morale effects from the 
units still on the line), but this 
takes time. Given the time scale 
of each scenario, units will rarely 
if ever be completely wiped out, 
but they can surrender (big vic- 
tory point hit, that). Supply is not 
tracked in the game; Firaxis is 
assuming units would have had 
the ammo to last the length of 
the engagements modeled. Also, 
Jeff believes that supply is “too 
much work for too little fun.” 

Once the engagement reach- 
es its planned end you can 
either choose to keep fighting 
or view a replay. Unlike the actu- 
al fighting, replays fully expose 
the positions of each side, let- 
ting you see where you messed 
up or showing off your tactical 
genius (you can also save the 
replays along with the just- 
ended game). When we asked if 
they considered including 

“replays” of the actual historical 
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engagements (potentially useful 
for new historical gamers) Jeff 
said no; he figures people would 
only watch those a couple of 
times at most and says “We - at 
least | —- have a philosophy 
about things people only see 
once or twice: it seems like a lot 
of work for not much payoff. 
We're not doing huge flashy 
openings or stuff like that; we 
want to focus our energy on 
stuff that is important and that’s 
the gameplay.” 


The wiles opponent 


After admitting that he’s not the 
biggest proponent of multiplayer 
(not because he doesn't like it, but 
because he feels current designs 
are still constrained by single- 
player ideas), Meier had to laugh 
as he changed gears to acknowl- 
edge that multiplay will be a big 
component of Gettysburg. Current 
plans call for two player modem 
or direct connect play, and up to 
eight players (four on a side) via 
LAN; Electronic Arts is working 
on a hosting system for Internet 
play, but at the time of this writ- 
ing the details haven't been 
finalized. Cooperative team play 
has a significant role in the mul- 
tiplayer component. Aside from 


adding cooperation (something 
too-little seen in computer gam- 
ing), it lets Firaxis add another 
“element of realism we can't sim- 
ulate with a single player.” 

The original team-play design 
was rigid, with one player on the 
side acting as an overall com- 
mander and all sub-commanders 
limited in what they could con- 
trol. This approach was dropped 
when they discovered that, 
according to Meier,“being the 
big cheese wasn’t all that much 
fun’; also, the rigid approach 
forced gamer cooperation 
instead of fostering it. The sys- 
tem they settled on instead is 
open; players on a side can issue 
orders to any of the forces on 
that side. While this leaves open 
the door for chaos, it also lets 
gamers approach their coopera- 
tive games as they want to. 
Another benefit of the open sys- 
tem becomes obvious when 
someone drops out of the game; 
instead of coming to a halt, the 
other players on the team can 
take over the duties of the 
AWOL gamer. 

One final question many 
might ask is why Gettysburg? 
Why, as the first Firaxis title, do a 
Civil War game (and therefore 
risk getting labeled a “wargame,” 


a term that causes the market- 
ing types to cringe)? Sid Meier 
says that the Civil War is “a great 
topic because the people who 
participated were so much like 
us.” Indeed, but for the span of 
140-odd years they would have 
been us, and that, in the end, is 
perhaps what makes Sid Meier’s 
Gettysburg a game Firaxis would 
do, and one we will look forward 
to. -Scott Udell 


Next stop: 
Alpha Centauri 


While Firaxis currently has only 14 
employees (and plans to stay close to that; 
Jeff Briggs believes the way to make great 
games is to stay small), that’s enough for 
two development projects, which is what 
they have. Hidden from view and little dis- 
cussed is Brian Reynolds’ turn-based space 
empire game project, Alpha Centauri. Just 
because they're keeping mum on the pro- 
ject doesn’t mean it’s not well under way 
(Brian admits that, at the time of this writ- 
ing, they're already testing multiplayer in 
the game); instead, they just want to keep 
the spotlight focused on Gettysburg for 
now. Expect this to change soon after 
Gettysburg’s release. Alpha Centauri is cur- 
rently scheduled for a mid-98 release. 
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At this point, an army might be useful. 


To build a Stone Age tribe into a thriving 


\ 
ee 4 empire, you can rest easy knowing that you can 


never rest easy. Because what takes thousands of years to 


build can be destroyed in seconds if you dont plan wisely. 


In Age of Empires, your challenge is to take one 
of 12 ancient civilizations (including Egyptian, Yamato, 


and Greek) from grass hut beginnings to world domi- 


nation in 10,000 years of real-time evolution. Which — 
gives you just enough time to decide whether you want 


to conquer everyone else, explore the four corners of Baits 


aes Ne 
globe, or accumulate great wealth to achieve 


victory. And with a 100-node technology tree, 


you can choose your advancements accordingly. For. 


instance, you can research gold mining or commerce 


© 1997 Microsoft Corporation. All rights reserved. Microsoft and Where do you want to go today? are registered trademarks, and Age of Empires is a trademark of Microsoft Corporation. 


- to amass great riches, or ballistics and naval warfare to 


nes e _ strike fear into the hearts of others. 
inf Multi-player capabilities, 40 pre-set 


scenarios, lavish campaigns, randomly generated maps, and 
an expansive scenario editor make it a new challenge each 


- time you play. Add in the rich 3-D graphics where you'll 


see every flaming arrow, marching phalanx, and charging , 


Microsoft 


Where do you want to go today?” 


war elephant, and the pressure to win 


becomes downright intense. 


But before you think you've got what it takes to 


win, make sure you ve got the empire to back it up. 


Choose your favorite form of world domination. 


www.microsoft.com/games/ empires 


All other company names mentioned herein are either registered trademarks or trademarks of their respective companies. 
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tepping into the Wing Commander portion of Origin’s head- 

quarters feels very much like stumbling into a college dormi- 

tory. The average age looks to be about twenty one. All these 
kids are roaming the halls or standing in doorways, talking. The offices 
are more like dorm rooms than workplaces. Billy Cain’s office is 
crammed with toys and collectibles heaped onto shelves and piled on 
the floor; one wall is taken up with a futon in Toy Story sheets. Jeff 
Grills’ dimmed, monitor-lined office looks like a rayless dungeon 
where the guy who has a final tomorrow is holed up. Adam Foshko’s 
office would be the seduction pad, decked out with some sort of art 
deco look in bright primary colors and featuring a zebra-skin divan; if 
it were more restrained, it might be pretentious. 

If this were indeed a dorm, Rod Nakamoto would be the RA. He is 
probably the oldest guy around here, as well as the executive produc- 
er for Wing Commander: Prophecy, replacing Chris Roberts. Sitting 
around a table sucking down coffee, he slowly nurses a bottle of water 
instead, letting the others talk and only occasionally offering a softly- 
spoken comment. Nakamoto’s calm silence seems to bespeak the wis- 
dom and experience he must have earned in his years at Sega. As var- 
ious team members describe the new management and teamwork 
concepts they’re using, it’s difficult not to wonder how many of these 
ideas originated with Nakamoto. After all, how would these kids know 
words like “empower?” 


Nakamoto contrasts Wing Commander: Prophecy with the earlier 
installments.“Now we're doing a game that the team wants to do,” he 
says quietly, “The fact of the matter is that it takes twenty-five people 
to make a product of this size, not just one person.” His comment is 
perhaps in reference to Chris Roberts’ style; as one person explained, 
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the previous games were all in Chris’ head, and if you wanted to know 
something, you had to track him down and ask him. 

Frank Roan, the project director, explains how the production has 
been divided into components: programming, art, design, sound, and 
movies. “ We want to make sure it’s a shared vision and this has 
allowed for debates. We’ve had arguments for hours and | think that’s 
great, because for the last four years, it hasn't been this way. We make 
sure the components are talking to each other, but otherwise we let 
the experts take care of what needs to be done.” Billy Cain, the lead 
designer who's in charge of making sure the components talk, puts it 
this way: “I’m like a road manager and they’re like musicians: | try to 
stay out of their way and let them do their thing.” 

One of these “musicians” is Jeff Grills, the lead technology program- 
mer and the man behind the game's Vision Engine, a 3D engine res- 
cued from a canceled project. His office has a desk full of monitors on 
which he calls up various game elements to demonstrate what the 
engine can do.” The first priority here is speed,” he says, quick to point 
out that he doesn't rely on hardware for that speed, “This is a P133 
here. Up until a week ago, | had a P90.1 try to stay on the platform con- 
sumers will play on.” He explains how the engine uses floating point 
calculations to take advantage of Pentiums. 

At E3, the accelerated version was running alongside the non- 
accelerated version. Although certain effects are missing without the 
acceleration, the team claims none of the speed is sacrificed. Roan 
explains why they took pains to ensure this:“I don't think it’s fair for a 
company to say that when you get an accelerator, you're going to get 
20 frames per second, but until then, you'll only get 9 or 10. We feel 
both our software and our hardware rasterizers need to have a rea- 
sonable framerate. You just get more immersiveness when you go to 
higher quality hardware.” 


And now for 


something 


completely 


Aifferent 


In creating that immersiveness, the Vision Engine has a number of 
tricks up its sleeve, like ambient and colored lighting, allowing for spe- 
cial effects like flying within nebulae. There are also the standard 
flashy weapon effects like missile trails and kills with translucent 
explosions.“I can take a single object and put a plane out in space 
and only draw that object on one half of the plane,” Grills 


Says, “So 
we can 
have this 


big worm- 
hole effect 
where you'll 
see the ship 
‘coming out 
of one side. 
If you look 
at the other 
side, there's 
nothing 
there. We'll 
be able to do that in the actual game- 
iplay,” he says proudly. 

Grills types out a few lines of code 
and conjures up some enormous capi- 
tal ships. The capital ships are vast, 
conveying a tremendous sense of size; 


and colorful alien ship with a flat hammerhead, stubby butterfly wings, 
and glowing tendrils trailing behind it.“It’s just beautiful,” he murmurs, 
turning it over delicately as if it were an exotic sea creature. 


Aliens 


The alien ships in Wing Commander: Prophecy are indeed beautiful. 
They are the product of Syd Mead, the conceptual designer responsi- 
ble for the look of Blade Runner, Tron, and Aliens. David Downing, the 
game's producer, says that the design was something Mead was eager 
to do.“He’s been pigeon-holed as a designer of human objects: cars, 
ships, buildings. He’s always wanted to play in an alien palette, but he 
hasn't been given that opportunity. We sat with him and explained 
what we were looking for in our aliens. We wanted them to be as com- 
fortable in space as fish are in the ocean, for them to be at one with 
their environment, so they‘d be difficult to fight in a space combat sce- 
nario.” Downing explains how the alien ships also use swarming tech- 
niques that give them a completely different dynamic when they fight 
in groups. 

“The look we've got is really crustacean at its basic level,” says Mark 
Vearrier, the art director, “There's an insect quality, an aquatic quality. 
There's the feel that they've got these ships that are either grown like 
coral or perhaps they’re the desiccated remains of some other alien 
race that they've inhabited and used as ships.” 

The team is pretty tight-lipped about the alien race. “What really 
jazzes you is the surprise,” says Roan,’| hate to see the trailer before | go 
in to a movie. | want to go in fresh. The same thing here. Besides, the 
tone of this game is a sort of mystery. No one really knows what's going 
on. These aliens just appear while you're on a routine patrol and you 
have to unravel the story. People are scrambling to figure out what's 
happening, where these aliens are moving, what they're after, and who 
they are.” In fact, Prophecy is just the first in a three-story arc; the name 
of the aliens isn’t even revealed until later in the trilogy. 


Balance 

Almost everyone on the team had something to say about reestab- 
lishing a balance between cinematics and gameplay, a balance that 
tilted toward the former in the last two Wing Commander games.”The 
movie was the primary element in Wing Commander IV,” Says 
Nakamoto, “We've heard all the criticisms and the team is focused on 
getting back to gameplay. The movies are now more a support feature 
than anything else.” Roan uses a more colorful analogy: “We want to 
make sure the movies are treated as any other color in our palette. 
Instead of concentrating on just this color or that color, we want to use 


The new 
Vision 
Engine is 
faster and 
@atlows for 
lots of 
special 
effects 


pest 


it’s much like the first view of a Star a —_ 


Destroyer in the opening scene of Star [7 
Wars. Before leaving, Grills uses his key- 7) 
board to invoke a Manta, an elaborate 
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Syd Mead’s 
aliens are 
amazing 
creations, 
looking 
both 
organic 
and 
mechanical 


it paint a large, epic Wing Commander story.” 

Downing leans forward on his arms and explains how they'll paint 
this epic with more balance.”We’ve made a greater attempt to blur the 
line between movie and game to where they’re much more integrat- 
ed. A lot of the bits and pieces of the story are presented in the cock- 
pit. Conversely, we've taken the game into the game-flow rooms: for 
example, the mission briefing is actually the game engine rather than 
a scripted 3D animation. We're really trying to blend elements togeth- 
er to make a whole experience rather than watch a movie, then fly a 
mission, then watch a movie, then fly a mission.” 


The mission structure of the game recalls the first Wing Commander, in 
which you have squadrons with a single ship type. As you're promot- 
ed, you move into a different squadrons with a different ships. “You 
can't just play through the whole game with your favorite ship,” says 
Roan, “In the past, we went to all the trouble of making all these dif- 
ferent fighters available and everyone always picked the best one and 
ignored the others. But you're not the admiral anymore.” 

Rather, Wing Commander: Prophecy introduces a new player charac- 
ter through which to tell its story. Adam Foshko, the creative producer, 
was also the director of the game's two week film shoot in Burbank. Of 
the story, he says,” want something greater, which requires laying down 
the basis of a new culture, which we've only seen the merest hint of in 
this game. It’s much deeper, much broader.| also want to create more of 
a feeling of dread by not really showing what's out there. I'm more inter- 
ested in creating a situation that would rely on fear and uncertainty in 
the pit of your stomach. It’s a much greater tool for me as a storyteller to 
play with things like fear and anxiety and uncertainty.” 

Foshko talks about the evolution of the characters in Prophecy, 
sounding very much like a director. Although Mark Hamill’s Colonel 
Blair is no longer the player character, he is present as a sort of mentor 
during the game.“We gave him a lot more meat in this story; different 
things happen to him. His range widens in this one.” Of Tom Wilson’s 
Maniac, Foshko says, “| wanted to see more dimension to Maniac. 
We've been watching him do the bluster thing, but | wanted to see 
what would happen if you put him in a real position of loss.” Foshko 
manages to keep a straight face when he talks about former adult 
film actress Ginger Lynn Allen’s return as Coriolis. “| wanted her back 
because | felt that our industry suffers from poorly drawn female char- 
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acters. | wanted to see a change in 
that, to take off a bit of the comic 
book edge.” 


But unlike Chris Roberts, Foshko 
seems to have a very clear sense 
of balance. “This is not a stand- 
alone film,” he says, “You take two 
elements and you grow them 


together. They 
intertwine and 
create a whole 


new experience.” 
As for the other 
element, the 
gameplay, months 
of work have been 
put into making it 
smoother. Weapon 
changes are clear- 
ly indicated by 
changing reticles 
and the HUD’'s are 
cleaned up by 
having non-per- 
sistent displays 
that time out 
when they’re not 
needed. Previously 
elaborate — func- 
tions like shield 
and energy distri- 
bution are now 
performed by tapping a key and quickly arranging a schematic 
with a flick of the joystick. 

“The first time | sat down with X-Wing, | hit F1 and saw three 
thousand keys,” recalls Roan, “I was kind of intimidated by that. | 
think you should really be able to play a game with just seven keys 
if you want. You shouldn't have to memorize a thousand keys. We 
want to make sure you have full access to most of the game's func- 
tionality with those seven keys.” 

Extra complexity, however, is being added to the flight model to 
make combat more dynamic.”We're taking into account rotation- 
al inertia and acceleration and things of that nature,” says Roan, 
“so it doesn't feel like you're flying a desk, like it has in the past. 
You won't just turn and stop; you'll slide a little to the left and 
right and you can do a true afterburner slide. We can do thrust 
vectoring, too, which gives the ships a completely different feel.” 
The Vampire, for instance, sports rotating thrusters on either wing, 
giving it a tighter looping ability, whereas the Wasp has a turret- 
like engine that gives it a tighter lateral turn. Several new 
weapons will be introduced as well, but no one’s talking. Suffice to 
say that it looks as if the Confederation might be taking advan- 
tage of “otherworldly” technologies. 

Finally, Wing Commander: Prophecy won't be over once you've fin- 
ished the game. “Being in a game company for so long, we've been 
playing multiplayer games for about five years.” says Roan,” From play- 
ing so much, you get a feel for all the types of scenarios out there. 
We've identified about eight of those scenarios, deathmatch, capture 
the flag, and all that, and we want to offer those to the player.” 

“We want to draw on the history and the richness of the other Wing 
Commanders, but this is our opportunity to create the type of game 
we wanted to make in the past,” Downing says, “There's always a bal- 
ance between the history of Wing Commander and the future of Wing 
Commander and we're trying to relate those as best we can. But we 
want to take this game and have it become the pivotal point at which 
we transition from the old Wing Commander to the new Wing 
Commander." To paraphrase: Wing Commander is dead, long live Wing 
Commander. —Tom Chick 
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pANZER GENERAL” II. More than 
a sequel. An entire generation : Ps - 
beyond anything yet seen in strate- 


standard for strategy game artwork. 


Featuring the heightened realism 


of hand-rendered maps 


painstakingly crafted battlefields ee 
ee that are faithful to the real ones — 


| : of WWIT — the Livine BartuertetD 

~ also showcases detailed 3D-renderec : 
combat units with six facings. < Lae 

Of course, this beauty is beyond 

| | skin deep. The phenomenal game 

- play of the second generation 

| Panzer GENERAL game engine istruly 
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: ne CD-ROM 3 : | features the enhanced TT od 
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awesome. Battles rage through 
WWII's Eastern and Western Fronts, 
North Africa, even the continental 
USA..Play one large campaign and 
three mini-campaigns — some of 
which are playable as-either Axis 
or Allied forces. Edit scenario and 


unit data with the powerful Battle 
Editor for enhanced gameplay and 
extended replay. And with full 
multiplayer support, battles can 
include up to four players. 


PANZER GENERAL II. 
The New Face of Strategy Gaming. 
To Order: Visit your retailer or call 


1-800-234-3088 (USA & Canada) 
with VISA or MasterCard. 
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he East Front during World War Il. Considered by many domized missions (there are eleven types of missions, including meet- 
wargamers one of the richest areas for interesting gaming ing engagements, defenses, and delaying actions). You pick the level 
topics, it is one that TalonSoft, a top dog in computer you want to play at; the higher your rank, the more units you'll have 
wargaming, has not visited before. Indeed, their Battleground —_ under your control. You will be offered promotions (assuming you do 
series (up to eight titles with Prelude to Waterloo, which well), but you can turn them down if you want to keep your game 
should be out around the time you read this) has focused load small. 
almost exclusively on 19th century warfare, with Ardennes (and its While random, the terrain in each battle you fight will correspond 
remake, Bulge) the only Word War II game the company has released. _ roughly to that of the general area you are in; if, strategically, you're on 
Aiming to change this (and thereby deflect the criticism of “rehash” the steppes don’t expect any mountain scenarios. The campaigns will 
leveled against the Battleground games - see the sidebar), the first roughly follow the historic course of the war; even if you win a brilliant 
title in their new Campaign series visits this vast wargame arena ina tactical victory you might still face a defensive situation the next time 
game called, simply enough, East Front. around if the rest of your side was in retreat. The campaign plays out in 
one week increments, and you'll average about two battles per month 
The campaign trail (sometimes more, sometimes less; never more than four, however). 
Say you've exhausted all the included scenarios but don't feel like 
The fact that the series is called Campaign tells you immediately that |= working through a campaign — what to do? Time to turn to either 
games based on this new engine are going to be different from the the random battle generator or the full scenario/map editor to come 
Battleground titles. Whereas those games largely revolved around up with something new. If you're too busy to design your own, you 
one battle (with maybe a couple of smaller side battles), gamed out can use the generator to whip together a scenario to your specifica- 
in extreme detail, games of the Campaign system will stretch out tions (using either existing maps or new ones). For those who like to 
over many battles while maintaining a level of detail almost as craft their own, however, the editor package sounds like it can’t be 
extreme (at least graphically; in the game “guts” things may actually beat. Build a map, grab units from the generic order of battle (OOB), 
be more detailed). and fine-tune them to the OOBs of specific units (despite standard 
East Front covers most of the action across the breadth of the East templates, units were rarely organized identically), then place them 
Front from 1941 through 1945 (excluding Finland and activities of the | juuuuust so on the map. Remember, there are no theoretical design 
Axis minor countries). While hexes represent 250 meters and individ- limits to the system, so craft away (although the whole East Front 
ual units platoons, the actions covered could theoretically be as large gamed out in six minute increments at a platoon scale would take a 
as your RAM and hard-drive space would allow; if you had the hard- very, very long time to play). 
ware, you could model up to the Army level; realistically, however, sce- 
narios will rarely be larger than brigade or division level. The game * 
will ship with a wide selection of prebuilt scenarios (40+), many The battlefield 
designed by some of the biggest names in the wargame community: Once a battle is joined, you'll immediately notice this isn’t a TalonSoft 
James Dunnigan, Richard Berg, and Mark Baldwin, just to name a few. game like you've come to know them. With the move to Windows 
While scenarios are nice, the core of the title will be the various 95-only, TalonSoft is now free to customize the interface — the 
campaigns. Roughly following the areas encompassed by Army “wargame as a spreadsheet” look will be as gone as TalonSoft’s art 
Groups North, Center, and South, these will be linked series of ran- department can make it in the time available. Because of the move 
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to a hex-based tiling system, the graphics may not be quite up to the 
standards of the hand-crafted (but inflexible) maps of the 
Battleground games, although this remains to be seen as they are 
moving the engine to 16 bit color and will be adding plenty of anima- 
tion. The tile system also lets them flip the map 180 degrees, giving 
gamers a different perspective on the battlefield. 

While still turn-based, East Front won't have the plethora of phas- 
es that existed in the Battleground games. Instead, TalonSoft 
President Jim Rose likens the system to that in X-COM (a game he 
quite obviously admires): units have actions points which they 
expend as they move, fire, or do other activities. They can save 
action points for use during the enemy turn (for automated reac- 
tion fire), or they can burn them all at once. The system will make 
for much faster games (even in play-by-e-mail), something that’s 
necessary with the game’s six-minute turns. 

The game will ship with over 300 unit types (including flights 
of aircraft), and in the campaign the equipment in units will be 
upgraded and their organizations adjusted as they were historical- 
ly. Leaders and HQs from the battalion level on up will be repre- 
sented explicitly on the battlefield, and the command relationships 
should be better represented than they have been in previous 
TalonSoft games. 

Multiplay is another big component, although it hadn’t been 
merged into the build we got to see. Current plans call for up to 16 
players with up to eight on a side; exactly how the teams will work 
is as yet unclear. 


After-action report 


An ambitious project, East Front is a game that the folks at TalonSoft 
are obviously dedicated to. The first game in both a new series anda 
new publishing approach (see sidebar), its reception by wargamers is 
important if not critical to the company; while it seems like they’ve 
included facets that will please both the grognard wargamer and 
those newer to the hobby, only time on the Campaign trail will tell if 
they've succeeded. -Scott Udell 


TalonSoft to move out in ’98 


Despite its relative prominence in the computer wargaming field, TalonSoft 
is not a large company, consisting of only about a dozen in-house employ- 
ees, some outside contract programmers, and (just recently) two separate 
development teams (one a single person, developer Norm Koger). Despite 
this, in the two years since they released their first game, Ardennes, they've 
published some nine games. They've been able to achieve this rate by 
leveraging their Battleground engine for most of the titles (even Age of Sail, 
their first game with a “new” engine, shares some 30% of its code with the 
old series). While not an uncommon practice in the industry (look at Doom 
and its ilk), it has led some to gripe that the games all feel the same, just the 
same old thing dressed up in new battle clothing. Good or bad depends on 
the individual (some like a reliable interface, and TalonSoft has done the 
unusual in retrofitting all improvements in the engine to older titles), 

Even so, with East Front TalonSoft is pushing a new approach that they'll 
be pursing in 1998 and beyond. Instead of producing a large number of 
games based on one engine, they'll be focusing on fewer games for more 
engines. Battleground will be retired (although it might be remade on down 
the line; the planned Battleground: Sinai/Middle East has been dropped and 
the battles will be covered into a second Koger Operational Art title), and 
1998 should see only one or two more Campaign-engined games (West 
Front, releasing in the Fall, and maybe ‘Nam) and Age of Ironclads, which has 
been pushed back to the Summer of '98 in order to convert it to full 32-bit 
code (Prelude to Waterloo will be the last TalonSoft title that will run under 
Windows 3.1). Add-on discs will be used to flesh out the time between the 
release of major titles in a series (the first quarter of 98 should see a pack 
for East Front that may include the Winter War and some of the Minor 
Countries). 

While each series may get fewer games, TalonSoft has plans for several 
new product lines. They've already announced that Norm Koger (designer 
of titles like Conflict: Middle East, Wargame Construction Set Il: Tanks!, and Age 
of Rifles) is working on a new operational-scale engine. The first game will 
cover battles from WW II through (perhaps) the Korean War (and some 
hypothetical wars, too). We got a brief glimpse at a work-in-progress, and 
Koger fans should be pleased (especially those who remember his older, 
operational-scale titles). One other wargame engine is being considered, 
but TalonSoft is keeping mum about details. 

While wargames are their current bread-and-butter, general strategy games 
sell more, so TalonSoft plans on releasing games based on yet two more 
engines. The first title, called Clanwars, sits on a real-time strategy game 
engine, and is TalonSoft's first game from an outside development team. 
Described by TalonSoft president Jim Rose as “Mad Max meets Car Wars,” 
they're not scheduling its release until next Spring so they can avoid the rush 
of Clone & Conquer games scheduled for the Holidays. The other strategy 
engine will first beseen in public in the form of a fantasy game that Rose says 
(rather mysteriously) will be both turn-based and real-time. 

While a very ambitious schedule, TalonSoft has proven that it can deliver 
the goods.Whether this new strategy of fewer titles across more engines will 
work for them is obviously still unclear, but continued strong sales of their only 
non-Battleground game to date, Age of Sail, has the “TalonSoft Team” hopeful. 


COMPUTER GAMES 


More levels than-a Tokyo skyscraper Tanks, bulldozers, boats, forklifts: Brive: to kill Hand to face combat mode: Kick butt karate-style 


WHE WATTS 
SOME WANG? 


Shadow UWlarrior is here. Lo Wang. 


#t] Assassin. #1 Yakuza abuser. 

#1 Freak fragger. #1 Mutant mutilator. 
#1] reason to be scared of the dark. 

#1 Son-of-a-Bitch. So say Sayonara to 


all the Ninja wannabes that have gone 
before and put on your combat sandals... 
Lo Wang is coming to the Land of the 
Rising Sun to turn gut the 


lights. Shadow Warrior. x 


The Zen is going to hit the fan. 


“There’s no doubt that Shadow Warrior 


cremates the competition.” 
hameSlice Weekly 


Fog, multi-colored lighting, transparent Mare hi-jinks, to-llang speak, and a-Player Wangbang (deathmatch), Co-Op and Team 
water...total immersionn. total interaction-than Duke fMukem 30 Play modes with all-new Handicapping option. 


~~ Swim, climb; drive, go anyuihere, do anything! — Rotating 3D gun turrets to mow down enemies 


developed by 


www.ten.net — www.3drealms.com : www. alaaractive: com 


All-new 1 Build Editor for desta ing Sees . Shadow Warrior™ © 1997 3D Realms Entertainment, Inc. Lo Wang and his likeness are tademarks of 3D Realms Entertainment, Inc. 
~All rights reserved. Published and distributed by GT Interactive Software Corp. TEN™ and the TEN™ logo are trademarks of the TE. 
and destaying your own environments = Network, Inc, Al other trademarks are the property of their respective companies. 
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Consequence of Action - It’s nor just if you win or lose, or even 
how you play the game. Everything you do determines how the Game is 
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Roshambo Combat Strategy - Space combat with a twist. Your 


~~ ship is a rock. Another is paper. Another is scissors. You can’t beat 
them all & they can’t all bear you. Plan your attacks accordingly. 


A Thickening Plot - With an unparalleled depth of play, set against our-of- 
this-world SGI Graphics, figure our a constavily changing story As you MANEU- 
ver & master four fighters, while dealing with three different alien races, 
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| No, it’s not a cutscene; 3D acceleration gi es 
Longbow 2 all these impressive visual effects 


Air-to-air is one of the capabilities added to the AH-64D ~ 


Examples of the new lighting effects 
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we Hollis i isa teotboek case 0 of ie 
compulsive perfectionist. He'll tee 
ly say that if his team cant getafeature 
100% right, they won'tinclude it. 
Witness his last title, AH-64D Longbow, a paragon 
among flight simulations, regarded by many as __ 
near-perfect when it was released. But the expan- 
sion disk that followed wasnt content to merely = 
add a campaign; it added new features that many 
of us players had never even thought of. 


ladies and qeniemen, te gauge 
Hollis is the executive producer for Longbow 2, which models the US 
Army's AH-64D, an Apache attack helicopter stuffed with sophisticat- 
ed avionics and sporting a multi-million dollar mast-mounted radar 
dome.”Our core vision for Longbow 2 is the ‘integrated digital battle- 
field of tomorrow,” Hollis says, deepening his voice for the militarys-- 
peak, “Longbows and Kiowas and Blackhawks all integrated togeth- 

. sharing targeting information and commands back and forth. 
That's really the way we want gameplay to work for Longbow 2, allow- 
ing that level of functionality.” Hollis is very clearly excited about the 


_ game, and he grins mischievoustly, as if he has a secret. |n fact, on sev- 


eral occasions, he'll ask me to turn off my tape recorder so he can 
share something off the record about how they've developed, pro- 
grammed, and tested the game. 
The title Longbow 2 is perhaps a misnomer, since the spotlight is 
now shared with the UH-60 Blackhawk, a lumbering transport, and 
the OH-58D Kiowa (rhymes with “lowa’),a nimble sharp-eyed scout. 
The common thread that binds Longbow 2's rotary-wing trinity is the 
Tactical Situation Display (TSD),a multi-function display (MFD) page 
that integrates battlefield information from all friendly sources. The 
Blackhawk features a single MFD, essentially kludged onto its sprawl- 
ing analog dashboard, that lets it download TSD information. Flying a 
Blackhawk mission requires sticking close to your escorts and keep- 
ing your head down, which doesn’t exactly sound exciting. But Hollis 
explains that the challenge is in the flying (although he describes the 
implementation of the Blackhawk’s door-mounted 7.62mm machine 
gun as “Doom in a helicopter”). The Blackhawk handles like a whale in 
a hang-glider and it isn't exactly state-of-the-art, so pilots will have 
their hands full, particularly during the quick landings and takeoffs 
required in hostile territory. 
“In Longbow, players kept complaining when the Blackhawks they 
were escorting got shot up, so we're going to let them see if they can 
do any better,” says Will McBurnett, Longbow 2's producer. | had 
already “met” McBurnett in Longbow’s “failed mission” cutscene: he _ 
played the sergeant who chews out the blond surfer-dude pilot. Even 
on digitized video, | wasn’t fooled for a second that McBurnett is any- — 
thing but a good-natured teddy bear. He has an easy laugh and a 
earnest sincerity that nicely balances Hollis'impishglee. = ts 
The Kiowa is undoubtedly faster and more maneuverable, but it _ 
can't carry the payload or handle the punishment that the Longbow - i 


Whereas the Longbow’s radar is above its rotor, the Target Acquisition 
and Designation System (TADS) that it needs to get a clear look at the 
battlefield is mounted on its nose, requiring it to pop up and expose 
itself. But both the Kiowa’s radar and TADS are mounted above the 
rotor, so it never has to come out of hiding.“They can sit behind the 
treeline and look around without anyone knowing they’re there. 
These guys are made to go way behind enemy lines,” McBurnett says. 
The 2-seater Kiowa features an MFD for each side-by-side position 
and a shared central MFD with a moving digital map. 


AWdutity2 sogug] 

In response to whether the AH-64D will be modified, McBurnett says, 
“Everything that worked in Longbow will work in Longbow 2. Anything 
we've done is additive.” Among the additions are new wingmen com- 
munications to take into account the different helicopter types, a 
smoke rocket used for evasion or marking target areas, “smarter” air 
and artillery strikes, and perhaps an improved target filtering routine. 
Ever cautious about counting chickens before they're hatched, Hollis 
is reluctant to mention anything that hasn't been locked in.“Are we 
sure that’s going to be in there yet?” Hollis asks on more than one 
occasion when McBurnett mentions a new feature or modification. 

A far flashier modification to the original Longbow is the support 
of 3D acceleration hardware for more fluid and detailed terrain and 
objects. Polygon counts, terrain resolution, and frame rates have 
soared. Special features like a virtual cockpit are now available, as 
well as a veritable orgy of lighting effects. McBurnett’s face lights up 
like the back of a Hellfire as he describes them:“We have a real-time 
dynamic lighting system with multicolored light of any intensity. 
Both ambient light from the sun and point sources of varying 
degrees of intensity light the aircraft, smoke, and terrain. For 
instance, when you fire a rocket, you see it light the terrain and the 
aircraft. And then when you fire the next rocket, it will light all that 
stuff and the smoke from the previous rocket. At night, you can look 
over the battlefield and even four or five kilometers away, you can 
see flashes of light and smoke going up in the dark. We went all out.” 

The nighttime effects are reminiscent of what you might see in 
sci-fi shooters. But there are far subtler effects as well, such as the 
lens flare, the cockpit’s reddish glow, or the way sunlight flickers as it 
shines through the spinning rotors. Even the absence of light 
through the Pilot’s Night Vision Sensor (PNVS) is spruced up, with a 
fading effect around the edges as if the viewer were looking 
through a monocle. 

“With hardware acceleration, a lot of this was really straightfor- 
ward, whereas in the past we just haven't had the performance from 
a software-only solution,” Hollis says, “And now that we do, it’s like a 
kid in a candy store.” But he hasn't forgotten the players without the 
latest hardware. Hollis insists that even baseline Pentiums will enjoy 
a performance comparable to the original Longbow once certain 
effects are turned off. 


Vian e Sanayi 

Even more so than the new helicopters and graphics, Longbow 2's 
most noteworthy addition is the dynamic campaign. Hollis describes 
it as follows:“It’s a campaign with a front line that moves depending 
on who controls the ground, which is defined by ground forces. Your 
job is to aid and abet the transfer of ground to your ground forces. 
Before each mission, the mission generator goes out and looks at the 
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whole situation and then it builds up a list of targets and prioritizes 
them. It also looks at strike targets on your side that you might want 
to defend and it builds up a list of things you might want to try to 
investigate within enemy territory. It will generate a series of missions 
based on all these things.” 

So every game day, the player is presented with a list of four mis- 
sions. He also has four Forward Arming and Refueling Points (FARP’s), 
but each one has only limited resources:“We’'re also doing resource 
management on air assets and weapons. That's allowed us to encour- 
age players to use different weapons. In the past, with the original 
Longbow, it was easy to load up on Radar Hellfires and just blow 


everybody away. Now you'll have encouragement not to do that: i.e. 
‘Gee, there aren't any... .’” 


The player chooses a pair of helicopters from each FARP, assigns 
them one of the missions, and then proceeds to plan all four missions, 
deciding when, where, and how to fly (one of the missions he'll fly; the 
computer takes over the others unless it’s a multiplayer game). And 
here’s where Longbow 2's biggest surprise comes in, thanks to Clark 
Janes, a recent Skunkworks employee who Andy met on the flight sim 
newsgroup. Janes has crafted what appears be one of the finest mis- 
sion planners this side of Dl's Tornado. It’s clearly laid out, with all the 
features we've come to expect, as well as some we've grown accus- 
tomed to doing without. First, it has a terrain profiler that allows you to 
interact thoroughly with the terrain. You can drag a line between two 
points to call up a detailed cross section of the elevations along that 
line and then you can plot a waypoint on the cross section. This will 
allow you to carefully tuck flights into ravines and crevices, or to cruise 
just under the crest of a ridge. 

The second long-overlooked feature is the timing information that 
calculates when a unit will be at a given point based on its assigned 
speed. This allows precise times on target for coordinated attacks. A 
loiter waypoint command with a duration setting makes it easy to 
arrange battlefield rendezvous and a clever “Rehearse” button sets all 
the units in motion on the map, so you can watch their progress rela- 
tive to each other. Anyone who played Tornado remembers what a 
rush it was to approach your target at the same time as three other 
flights from different directions; the timing was so meticulous that a 
few seconds’ error could lead to a collision right over the target. 

Longbow 2 has an Iran/Iraq/Azerbaijan campaign and a National 
Training Center wargames campaign set in Fort Irwin, California, 
fought against American equipment “playing” the Russians. The cam- 
paigns and single missions all work as mutliplayer games through 
TCP/IP connections or LANs. The host or “master” sets all the game 
options, assigning the other players to missions and helicopters, at 
which point they configure their own flights. Players can use this set 
up to fly head-to-head in Fort Irwin or cooperatively against the 
Russians in Azerbaijan, in any combination of positions within the 
same helicopter or in different types of helicopters. 

“You may set out to create a great game,” Hollis says, “But if you set 
out to create a great team, you'll get a great game. You can have the 
greatest idea in the world and a mediocre team, and you'll get, at 
best, a mediocre product. But if you take even a mediocre idea and 
give it to a kick-ass team, then you'll get a kick-ass product.” Hollis 
doesn't elaborate on what you'll get when you take a kick-ass idea 
and give it to a kick-ass team. Given the track record of Longbow and 
Skunkworks, it looks as if we'll find out this fall when Longbow 2 is 
released. —Tom Chick 
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EarthSiege*: Future Wars 
The battle begins this Christmas. 


See your local retailer for pre-order information. 
And visit the EarthSiege’ web page for a glimpse at what awaits you: including video clips, screenshots, audio files, behind 
the scenes materials and the chance to sign up as an exclusive Software Beta Tester. 
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4 Sure, they’re easy to take out, but 
the M2s (and the M3 scout variant) | 
bite back in a most unpleasant way 


A Russian Hind hiding below a tree- 


line- something even an M1 has to 
respect V 


Artificial intelligence. 
Real terror. 
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The 3D engine does an on-the-fly blurring 
of textures to simulate bi-linear filtering 
without the need for a 3D card 
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| he last simulation Andy Hollis completed before leaving 
MicroProse was F-15 Strike Eagle Ill. History is repeating itself 
now that he’s assembled ten guys, many of them from the 
original Strike Eagle team, to develop a new F-15 sim under 
Jane’s banner. Furthermore, they're working on it in Maryland, 
_MicroProse’s home turf. 
Hollis admits F-75 will feel familiar to players of the old game, 
mainly because they're both models of the same aircraft. Indeed, the 
cockpit view evokes a sense of déja vu, especially the rear seat’s dis- 
tinctive row of MFD’s. But this cockpit is a little different: “All the 
avionics work and all the buttons work,” he says, demonstrating on 
the bevel buttons that surround the MFD’s. “Other folks have done 
this, but here it works the way the real thing does.” Hollis takes a 
huge binder down from his shelf and flips it open to a random page, 
showing a diagram of an F-15’s autopilot routine. He shows how the 


- corresponding display in the sim works exactly the same as he fol- 


lows the procedure outlined in the binder. 

“This is called a Dash Thirty Four,” he holds up the photocopy of 
the instrumentation manual issued to F-15 pilots. “Freedom of 
Information Act,” he says with a grin, anticipating the next question. 
_ Presuming that a 
real F-15 must be 

excruciatingly com- 
“plicated, the obvi- 
ous question is how 
‘much he toned it 
down. Not much, he 
insists. “The way 
they really do this 
makes it easy. It’s a 
_ very straightforward 
and intuitive inter- 
face. Because when 
you're up there and 
people are shooting at you, you don’t want to be reading through 
the manual,” he hefts the Dash Thirty Four, “It’s very much a point 
and click kind of interface.” 

He refers to the database the Air Force uses for its training sims, 
called Datcom, which contains information about their aircraft's 
flight models. “We have that flight model in this game. We've got 
access to it. We've also had real F-15 pilots get in and help us with 
the final tweaking.” Since the Gulf War, a lot of new information 
about the F-15 is available, which the Jane’s team has used exten- 
sively. They've also worked closely with a retired Lieutenant Colonel 

with ten years of experience flying F-15’s. 

The F-15 is an air-to-air fighter, but the E variant is a dual-role 
aircraft, designed to haul heavy ordnance, while still able to 
defend itself against air threats. On the detailed arming screen, 
Hollis demonstrates the wide variety of loadouts: iron and cluster 

_ bomb variants with different guidance systems, air-to-air missiles, 
‘mavericks, jammers, chaff dispensers, fuel tanks, nav pods, and 
targeting pods. 

The F-15 is designed to fly low using terrain following radar. But 
shoulder-launched SAMS and AAA often force it into medium- and 
high-altitude ranges, which presents a graphics problem. “It’s got to 
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look really 
good up high (anybody can do that), but it’s also got to look really 
good down low and it’s got to go seamlessly together. Also, it’s | 
important that objects integrate well with the terrain. There’s a lot of — 
photorealistic terrain out there right now, and people are just plop- 
ping objects down that don’t look like they belong.” The graphics in © 
F-15 live up nicely to Hollis’ demand as he dives from 15,000 feet to 
150 feet, flies over a POL yard and skims a mountain range. A fine 
grainy texture gives everything a consistent look, reminiscent of 
Strike Eagle Ill, and it should smooth out nicely as 3D accelerator saat 
port is implemented. 

The sim will include nearly 3 million square miles of territory. 


Zooming the mission planner all the way out revealsahugepatchof _- 


the Middle East that encompasses Saudi Arabia, Iraq, and Iran, where 
the player can participate in a historical Desert Storm campaign or a 
fictional war in Iran. 

Hollis’ description of the game structure implies something halt 
way between canned missions and a dynamic campaign. “We're 
doing resource management. Also, things that are dead stay dead, 
but they may regenerate over time. They may even regenerate par- 

tially. For instance, if you blow up a. 


The cockpit buttons bridge, it may show up as a pontoon 


will be interactive 


Back seat drivers will 
feel right at home 


that sort of detail gives it a very dynamic 
feel. We're keeping track of things: ele- 
ments from sever- 
al missions ago 
may have an © 
effect on what 
actually happens 
down the line.” 
As a campaign 
progresses, the 
player will be pro- 
moted or demoted 
depending on per- 
formance, imply- 
ingabranching | 
structure of 
canned missions. “Yes, there is some branching going on, but you're 
not going to feel like it’s branching at all. Things can come from dif- 
ferent places at different times. They're not scripted per se.” But the 


game is still composed of self-contained missions,as demonstrated —_T 


by the included scenario builder. “This is exactly what's being used 
to create the missions within the game,” Hollis says, demonstrating _ 
its flexibility and breadth. 

F-715 will include multiplayer support, but without cooperative 
missions or front seat/back seat functionality for two playersinthe 
same plane. “The support we’re committing to right now, on this 
day, is just the head-to-head stuff. We find that’s what people play _ 
most,” Hollis explains. But Hollis is notorious for keeping plans under 
wraps until they're thoroughly tested. You can bet if there’s any 
practical way to expand F-15’s multiplayer capability, Hollis’ 
Maryland team will be working on it. -Tom Chick 
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nybody have a light? So asked the denizens of 


the Earth after the Great Cataclysm, when the 
mm Great Candle Snuffer extinguished the Light on 


the Great Planet, and the cities were turned to dust, and floods and 
earthquakes and raining fire and avalanches and tsunamis and 
cyclones and volcanoes turned the world into oatmeal. It was 
unpleasant. A group of beings were spared, however (must’ve been 
major contributors to the Great Sun God's campaign fund), and 
when the chaos abated, they set forth to find a better place where 
there would be light — a place that they could call home and from 
which they could begin a new life in worship of the Great Sun God 
(cousin of Egypt’s Ra, whose fault all of this seems to have been in 
the first place). They were called the Initiates, members of an only- 
world-order (Sigma Delta Psun-God), whose purpose would be to 
bring life once again to the Earth, and to live in peace, harmony, 
and above all, Light. 

Their journey through 
the Darklands lasted 
seemingly forever, until 
(many bunions later) they 
came upon a land blessed 
by the Light of the Sun 
God - a Stallite that came 
to be known as Sparta, 
and there they built a city 
and casino, er, Temple 
dedicated to the Father of 
Light. Having finished 
their wandering, they got 
down to the real business 
of life (something involv- 
ing pudding, no doubt) 
and things were proceed- 
ing well — until...some- 
thing went wrong. 

Dark Earth, developed by Kalisto, is a real-time action adventure 
that tells the story of Arkhan, a young man of Stallite Sparta. 
Although born to the Sunseers, the highest caste of the city’s ruling 
theocracy, Arkhan is a regular guy, pony tail and all. Although 
belonging to an elitist caste is generally nothing to sneeze at, Arkhan 
deflates its high principals and becomes involved with Kalhi-the- 
scantily-clad, of the lower Scavenger caste. Arkhan then joins the 
Company of the Guardians of Fire, akin, perhaps, to becoming a 
state trooper. At the beginning of the game, during guard duty one 
day, Arkhan hears about a treacherous plot threatening to throw the 
land once again into Darkness. Soon thereafter, he is somehow 
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Arkhan descending p> 


Arkhan transformed 


A fountain in homage to the Great Sun God 


Rah, Rah, Ra...in Sparta? 


“altered” by powers that cannot be identified. It is then up 
to the player to guide him in a race against time through 
trials tests and ordeals. As time passes, Arkhan is being 
transformed into something unrecognizable, monstrous 
and hideous (Fruity Pebbles?) and his only chance of sur- 
vival is to reveal Sparta’s past so that its people again may 
look toward the future. 

The real-time environment greatly affects the story, since events 
continually evolve as Arkhan makes life choices. The choices may be 
further fine-tuned by choosing a particular mood of interaction. The 
moods appear as white, red or black as a bulb on top of the on- 
screen health meter (the usual thermometer-looking affair). Combat 
(when you're feeling a bit on the red side), is easily controlled and 
intuitive, as is the entire interface with full-screen inventory. Action 
and combat are keyboard controlled, but inventory and menu 
screens may also be accessed via the mouse driver. As of this writing, 
one may save a game only in the presence of a wall hanging that dis- 
plays the symbol of Light. If this feature remains, the danger exists 
that experiencing the plot flow may become secondary to finding 


the next save spot. “Oops, better not try that 
now, not until | find the next save spot.” 

Two and a half years of toil have evolved 
artists’ original two dimensional artwork into a 
three dimensional world, with more than 100 
fully modeled characters with which to speak, 
fight or exchange stories, and over 45 minutes 
of cinematic cut scenes. Characters have been enhanced with 
motion-capture technology that resulted n more than 5,000 anima- 
tions. The graphical 3-D engine looks super so far, with full range of 
movement and more than 250 pre-rendered locations. More than 
800 sound effects, 50 minutes of interactive soundtrack music, and 
over four hours of spoken dialogue will fill your speakers, hence your 
ears, with carefully selected audio. 

Dark Earth will appear at retailers this Fall, and you can meet it 
with matches, candles, torches, flashlights, lanterns and day-glo 
markers as you raise your hands a la Zelda Rubenstein, shouting “Go 
into the light, Carol Ann! ... er, Arkhan!” —Cindy Yans 

Dark Earth « Kalisto Entertainment * Windows 95 
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Atop a skull somewhere in a pocket universe 


| irst there was Arena. Then Daggerfall, the most highly antici- 
pated role-playing game the public ever had the pleasure of 
waiting centuries for. And now, in the Elder Scrolls tradition, 

Mm wehave Battlespire, Bethesda Softworks’ latest offering 
spidet the current dearth of traditional role-playing games. But is it 
traditional? Yes and no. 

We were introduced to the land of Tamriel in earlier days, and the 
story of Battlespire is an attempt to explore its subsections in detail. 
Battlespire is located in a mana-enriched pocket universe, and is the 
testing ground for the Imperial Emperor’s personal guards. Only 
upon proving oneself by overcoming the challenges of this place 
could one join the realm of the Emperor’s elite war wizards. It is the 
age and times of Arena, and you, a hero (of course!) arrive at 
Battlespire only to find that you can no longer return to Tamriel. No 


one is alive, and you find that the Preceptors Shades of 
have been slaughtered, the libraries and vaults = Armageddon 
look like post-Rodney-King LA, and some pretty 

shady characters are lurking about. As you take ice gaa 


them on, you learn that Mehrunes Dagon, a 

Daedra prince and his allied clans have take 

over Battlespire, and it’s up to you to reclaim this citadel for all that 
is noble in the world. 

To do this, you will undergo seven challenges on your way to the 
top, and only upon their completion will you be able to confront 
Mehrunes Dagon and return to Tamriel. Players of Daggerfall (many 
of whom still haven't seen the game in its entirety) may be relieved 
to note that the Battlespire world is not as large at that of Daggerfall. 
But designers still anticipate a 40-plus hour experience to complete 
the game. Although this product is not a sequel, The Elder Scrolls’ 
third chapter is currently in development. 
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At first glance, the game appears to be a first-person shooter 
clone, but not so —- most of the role-playing elements you might 
expect are present here. The character creation system is based 
upon the point-balanced, very detailed system we saw in Daggerfall, 
and character development continues throughout the game as one 
acquires additional stats, skills, spells, weapons, equipment, and 
other advantages and disadvantages (such as bans on certain armor 
types or vulnerability to various types of magic). The Item Maker has 
been eighty-sixed, but the Spell Maker is still available and may be 
configured on the fly, although you will not be able to mix spell 
effects or adjust numbers (duration, damage, etc.). And happily, hot 
key assignments will put thunder and lightning at your fingertips. 

This game will be level based, but there is really one other depar- 
ture from everything that was familiar in Daggerfall that may make 
“the modern gamers” proffer their MasterCards this holiday season. 
(Yes, it’s supposed to be here fourth-quarter, but after the Daggerfall 
delays, there are skeptics.) After having received much badgering 
from various sources, the developers decided to go multiplayer. Up 
to eight players will be able to play over a LAN or the Internet (using 
TCP/IP) in deathmatch, cooperative team play, and team vs. team 
play. The single player elements have been removed for deathmatch 
and team vs. team games. 

The adorable XnGine is back, and although it is a full 3-D polygon 
based tool, they decided to use sprites instead. Why? A couple of 
reasons have 
been offered: 


woe first is the fact 
#NILE that they will 
have an easier 
time match- 
ing the detail 


quality of the 
creatures and 
NPC's and 
their sur- 
roundings; 
and secondly, 
it allows them 
more time to 
devote to the 
multiplayer capabilities and 3Dfx support. Bethesda states that this 
will be their last sprite-based product, since the day draws near that 
they will be implementing 3-D technology that will provide as 
detailed results. 

Designer Julian Lefay says, “...what Battlespire has to offer is a 
level of depth in gameplay that most games do not offer. Fans of our 
Elder Scrolls series know that we make games with lots of meat on 
the bones...” And after Daggerfall, we certainly know they can sup- 
ply the beef... it’s the condiments we're interested in. —Cindy Yans 

Battlespire - Bethesda Softworks * DOS 
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An unholy ritual revived from the dark 


and distant past. This is Black Dahlia; 
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America’s most sensational unsolved 
murder case, now a haunting adventure 


of occult mystery. 


© From the creators of Ripper, a superb storyline inspired by actual events. 
e A stunningly Fr 5 amazingly real 3-Dimensional game world that 
includes over 70 locations on two continents. 
e More than 60 vielen pin and seamlessly integrated puzzles. 
e A unique interface which immerses you in the ultimate adventure game experience. 
e An outstanding cast of professional actors starring Dennis Hopper, 


INTERACTIVE SO VWARE 


Teri Garr and Darren Eliker. www.bdahlia.com 
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world shattered and a struggle against wrongness... the 
two key ingredients that form the base of the game 
called The Tone Rebellion. In lesser form, these ingredients 
also form the base of the real-world contest faced by the 
game’s developer The Logic Factory, also creators of the controver- 
sial game Ascendancy. 

Few gamers aren't aware of the controversy surround Ascendancy: 
an undeniably beautiful game that, unfortunately, was easy to beat 
(assuming you took the militaristic approach to winning, one of only 
several ways but the most popular); also, the game and the company 
have been haunted by an association with a hint book written by a 
reviewer of the game (a review that was positive, an opinion many 
hard-core gamers found questionable). Regarding the Al, The Logic 
Factory's Todd Templeman acknowledges that “with one more month 
of balancing we could have had a great game.” He continues: “There's 
no such thing as perfect Al, especially in a computer game; if you're 
not going to put the resources IBM does 


ture of shadows, its hatred of the Floaters grows until it erupts onto 
the surface, destroying the Floater society and breaking the world 
into multiple fragments. As the game starts, Floater remnants have 
formed, over time, four distinct tribes; it will be up to gamers to take 
control of one of these tribes and save their world by defeating — or 
is it repairing? — the threat of the Leviathan. 

A real-time strategy game, it is nonetheless quite different in style 
from your typical Clone & Conquer game. Instead of controlling units 
directly, you issue orders to the buildings that your creatures came 
from. This lets you keep explore the big picture while the compute 
handles micromanagement. | 

While some of your activities — building structures, harvesting 
Tone, defending against or assaulting extensions of the Leviathan — 
might sound familiar, they feel quite different. Your goal is not to 
build up massive bases and conquer all other players (computer, 
human, or the Leviathan); instead, you have to move your tribe 
across the islands of your shattered world, struggling against the 
Leviathan’s forces and retrieving lost artifacts and knowledge that 
will help you defeat the damage that is the 


in Deep Blue you're going to have to give 
the Al some advantage, and that’s one 
thing that didn’t happen in Ascendency.” 
In both games The Logic Factory's design 
paradigm is different from that of the rest 
of the industry - combat and conquest 
(or blood ‘n’ guts) are not primary - a 
design approach that, while attractive to 
a larger audience (Ascendancy sold some 
240,000 copies, and The Logic Factory 
claims the feedback was overwhelming- 
ly positive), definitely hurt them with 
their core audience. 

The Logic Factory also regrets the 
hint book controversy; according to 
Templeman, Ascendancy shipped with a 
small manual because it had an exten- 
sive on-line tutorial, not because they 
wanted to sell hint books. In fact, he 
says that they hadn't even planned ona 
hint book, and were instead approached by a publisher in the final 
months of development (only later did they learn of the author, and 
they thought he had done the review first, and after that asked for 
the assignment; Templeman says he never spoke with him). The con- 
troversy over the book continues to generate ill-will today, enough 
that The Logic Factory plans to never do another hint book; The Tone 
Rebellion will ship with a full manual (and no on-line tutorial). 

The Tone Rebellion is The Logic Factory's first game after 
Ascendancy, and its story — knowingly or not - reflects The Logic 
Factory's struggle to recover from Ascendancy. In the game’s intro- 
duction we learn of the Floaters, a race of peaceful creatures living 
on an island-like world (members of the Flat Earth Society should 
love this game). The Floaters use Tone - a substance part liquid, part 
magic — for all aspects of their lives: building, growing, living. Deep 
in the heart of their world hides the Leviathan; formerly a weak crea- 


Leviathan. You will actually move structures as 


you go, unlocking bridges to new islands and 
crossing over to them. Each island is a part of 
the puzzle; unlock the secrets of the island and 
you go forward in your struggle. 

The Tone Rebellion is both single player and multiplayer, with varying 
game sizes and difficulties (the very toughest will, as in Civilization II's 
god mode, give the computer some benefits). As a single player you 
choose a Floater race (each with its own strengths, weaknesses, and 
elements of Floater history/mythology) and fight alone against the 
Leviathan. Multiple players — up to four — can, in theory, fight amongst 
themselves, but that’s a sure road to defeat for all players; instead, the 
goal will be to join forces and go against the Leviathan together. 

A game that doesn’t follow conventions is always a risk, but the 
folks at The Logic Factory are willing to take that risk. They say they 
don’t let marketing decisions direct the course of development, pre- 
ferring instead to let their gaming desires and philosophies chart the 
course of design; whether the gaming public responds with cheers 
or derision for something different remains to be seen. -Scott Udell 3 

The Tone Rebellion + The Logic Factory * Windows 95 = 
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The New Landscape Of War 


In a distant part of the Galaxy, the Core and the 
Arm continue a thousand year battle over long 
forgotten ideals, destroying everything in their path... 
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TOTAL ANNIHILATION is a real-time war game 
featuring true 3D terrain and run-time generated 
3D units. Tanks drive up and over hills, tilting 
and rocking with each bump in the landscape and 
impact with enemy weapons. Battle on diverse 
landscapes, including lava worlds, ice planets, 
desert valleys, alien tundra, towering mountain 
peaks and vast island-dotted oceans. Build 
defenses high in the hills for a better view and 
a better shot. Giant Bertha cannons pound the 
enemy from across the world. Planes bank and 
dive in intense air-to-air combat. Amphibious 
tanks drive into and dive under water for surprise 
attacks. Download new reinforcements from the 
web and swarm the enemy with hundreds of 


ever evolving units. 


To. 


“gt 
d 


GX 


5 oak 
a3 URS 


neo 


re Ce 


a 
# | 
bl 


> FARE t 


eek Gee CA a Se ee 


TOTAL ANNIHILATION’S 3D landscape is a revolution 
that demands deeper strategy and generates 


more realistic game play. Mobilize your forces and 
experience the new landscape of war! 
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re you tired of being called a camper wimp? Do 
you get bored with those “first one to the rocket 
launcher wins” deathmatches? Would you like a 
little strate- ae 4 Wee kg 
gy in your | 
first person 


gaming? 
Well, 
Looking 
Glass has 
just what 
the doctor 
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ordered, 
and it’s called The Dark Project. 


In a grim and slightly surreal pseudo-medieval world you'll play 
the part of a thief. Armed with a bow, sword, and your wits, your job 
is to earn a living stealing things for rich clients. Under the cover of 
darkness and using all of your innate stealth, you'll avoid groups of 
guards, quietly dispatch the ones patrolling on their own, and make 
your way into the mansions of wealthy merchants. When a noble 
hires you for a particularly tough job, you have no idea what you're 
getting into until it’s too late (nor will you know until the first quarter 
of ‘98 when the game ships - we aren't going to spoil the surprise), 

While new gamers may know Looking Glass for recent and upcom- 
ing titles such as Terra Nova, Flight Unlimited | & Il and British Open 
Golf, old-timers will remember them as the folks who developed the 
Ultima Underworlds and System Shock for Origin. Their return to a first- 
person perspective will attempt to mix the immersion of first person 
gaming with the strategy of top-down 2D games such as C&C. 

To that end, The Dark Project's environment is more simulator 
then frag-fest playing field. Objects are built on a system Looking 
Glass calls Act/React™. What this means is that each object has a 
series of attributes which it “knows” about. A chair knows it is made 
of wood and, knowing that, it knows that it will burn when ignited, 
float if tossed in water, break if smashed against rock, and so on. 
Combining this system with advanced physics creates a very realistic 
world. Rather than seeking out the single correct way to solve a 
problem, players will use their skill set and the environment to 
develop whatever solution seems most logical to them. 

This skill set is composed of visual and aural acuity, plus some thief- 
related tools of the trade. While other games give audio cues as to the 
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Within yon mansion there be treasures... 


proximity of monsters, The Dark Project takes 
this a step further. Your character will eaves- 
drop on conversations in order to collect clues 
and form a mental picture of the situation. 
When the player-character remains motion- 
less, there is a drop in the level of ambient 
sound, which allows nearby voices to be 
heard. Of course, the guards hear almost as 
well as you do, so you'll have to be aware of the ‘noisiness’ of the 
ground beneath your feet, and the sounds your victims make as they 
die, lest you attract more attention than you can deal with. 

As for the tools, the basic weapon is a bow - with some pretty 
twisted ammo. There will be nine or ten different kinds of arrows, 
from the mundane (standard and flaming arrows) to the unusual 
(water arrows that'll douse torches; rope arrows that'll allow you to 
scale walls) to downright magical (fungus arrows which cause a foot- 
fall quieting carpet of mushrooms to grow; noisemaker arrows 
which will cause rumbling sounds to distract guards). In addition to 
the bow, your sword can be used for hand-to-hand situations, and 
various booby traps will be available to keep the local constabulary 
off of your tail. 

“What about deathmatch!?,” we hear some of you scream. Yeah, 
itll be in there, but more interesting is a version of multiplayer that 
puts teams of thieves in a competition to get into a building and 
grab the most goodies. The Al will be out in full force, and your vari- 
ous courses of action might be sic-ing the guards on the other 
team, or ambushing other thieves as they try to carry the goods out 
of the house. 

With Prey, Unreal, Quake 2 and heaven knows how many other first 
person shooters marching towards us, The Dark Project, with its 
reliance on using your wits rather than a rocket launcher, could be a 
breath of fresh air. Six or more months before the release date, 
graphically it already looks good (and very atmospheric...the environ- 
ment matches the title well); as Looking Glass polishes and refines 
the physics, enemy Al and level design, the game should just get bet- 
ter. Campers of the world, unite. Our time is coming. —Peter Smith 

The Dark Project + Looking Glass Technologies * Windows 95 
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"one of the most anticipated RPG titles for the PC" 


- Next Generation Online 


The Adventure Begins this October. 
tae 
BY GAMERS, FOR GAMERS. © 
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ou’ve really gotta see it! It’s new! It’s innovative! It’s 

exciting! Never before has anyone...” Yawn. Yeah. 

Right. We've heard this before. For everything. For 

every new graphics engine on the market. For every 
one of the up and coming members of the real-time strategy set. 
And now, it’s yet another video revolution cheer-led by SouthPeak 
Interactive, a bud of SAS Institute Inc., heralded as the world’s largest 
privately held software company. But wait. This time, perhaps we’d 
better sit up and take notice. Temijin is on the way. 

Not a the-chicken-or-the-egg issue, the origin of Temiijin is appar- 
ent. First came Video Reality, a planning and design tool for collabora- 
tive game development, realized by John Toebes during his years with 
SAS. The idea was to provide a modular tool that would not only facili- 
tate the design process, but would produce products that would pro- 
vide the end gamer with a truly realistic and immersive 
experience. 

As a proof-of-concept project, film technicians trav- 
eled up and down the stands at the Durham Bull 
Athletic Park in Durham, NC, and showed with some 
certainty that data could be captured and formatted in 
a game environment that 
would reproduce that experi- 
ence. Gamers could have the 
ability to back-track, change 
direction, and choose what 
they are looking at as they go. 
Many have tried, but 
Southpeak seems to have a 
handle on the snazziest result 
so far. Interactive video? “Nah,” 
say the nah-sayers. But even 
the most die-hard skeptics will 
be surprised. 

Then what? Oh. A game con- 
cept. “That’s a good idea,” thought someone smart. With the con- 
straint that an outdoor environment would be unaffordable at this 
point, a think tank tried to conceive of a setting that would best show- 
case the new technology. And thus was born Temiijin, a game taking 
place entirely in the fictional Stevenson Museum, which houses the 
artifacts and treasures that once belonged to Temijin, better known 
as the ruthless Genghis Khan. 

A museum seemed to be the most ornate, complicated, stylistic, 
detailed environment that they could muster; exactly what they 
needed to allow Video Reality to work its magic. And the visuals are 
absolutely gorgeous. Because the current video decoder has prob- 
lems with full screen mode, the game takes place in an interface- 
framed window (future games should be able to handle full screen). 
But no matter — the detail is still outstanding. 

Since nothing in the game is rendered (except retrievable invento- 
ry items), the player is able to get extremely close to objects to 
examine them. There are no pixelating walls here —- only smooth nav- 
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The burial of Genghis Khan, 1221 AD 
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Is it live, or is it Video Reality? 


igation through an actual film set aided in part by the dolly operator 
whose caffeine intake was negligible. 

All of the set pieces were either obtained or built, from an 
immense art collection to several iterations of a bejeweled goat 
head, one of which is an actual bejeweled goat head that a props 
person came across while on vacation. 

The player's objective is to find out why sinister events are going on 
in the museum, and to unravel the mystery of the evil that has never 
been truly gone - not since the burial of Genghis Khan in 1221 AD. 
The original game concept included some off-the-wall antics, such as a 
statue that comes alive and does a soft-shoe routine, but during the 
final stages of development, screenwriter Lee Sheldon took the helm 
and insisted that, while humor has its place, he preferred a more solid, 
true-to-life approach to the story. Sheldon feels that once the initial 


- 


eS | 
wr 
— 


disbelief has been suspended - once we 
accept that long-presumed-dead evil exists 
in the bowels of this museum — that song 
and dance silliness is asynchronous. So much for the plaster-covered 
model who was cast as the dancing statue. 

Puzzles vary in nature, from word jumbles to figuring out various 
Rube Goldberg (they couldn't use that term, but we can) devices, to 
information gathering and inference; all firmly rooted to the story 
(we are assured). Players will solve seven episodes on five discs, in an 
estimated 30 plus hours of gameplay with no disc swapping during 
episodes. There will be seven (count ‘em) ways to die during the last 
episode, and when the game is solved, only then can the player exit 
the museum for a surprise encounter. Professor Windlenot would be 
proud (see Shivers). 

Just when we thought that the interactive movie was dead — 
Sierra's Ken Williams seems to agree - we are presented with Video 
Reality and Temijin. This just may change things. And if a nagging 
little memory of something called A Fork in the Tale creeps in, try to 
keep an open mind. —Cindy Yans 

Temiujin * SouthPeak Interactive * Windows 95 
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6 unique multiplayer games for up to 8 
players, including Assassin, Arsenal, Kill at Will. 
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22 twisted enemies, each with unique combat 
behavior, plus 21 bone-shredding weapons. 
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20 non-linear territories: no sét path; explore 
different territories before completing previous ones. 


Zoners. Radioactive waste. Psychos with Gauss 

Guns. Welcome to post-apocalyptic hell on Earth. 

Your only chance to see tomorrow is to Liteliig 

your way into the Dome and steal the secrets of 
survival. At least you've got one thing going ‘ee 
for you: unique overhead views that allow you. _ 
to see the entire 3D world and everyone in it. : 
So now you can blow away enemies whether 
they are on a catwalk above or on the ground 
below. But watch your back because death is all 
around you. Coming this October for Windows” 95. 


Download demo at www.takenoprisoners.com E Braver ny leans es UWecoporscs of toc especies pues 


. ; 
»e* 
‘ee 


OOO OLE 


Ly WER WRN ESTE 


RE. 
| 


i; vA. 
3 OF 


ne i Le ae 


see 


“tts y shy 


Be, 


eT yay 


PUR 


—— 


. : 
e & ? 
7 ‘ 

3 
; i } 
»% ; 4 


biay) 


Aan 
TNO ARIA RR EERE ER EEA 


reve 


ib 


En 
4 
4 
5 
BR 


Reaggytet. 


it 


rai 


From the perspective of an alien terror who’s about to 
come fangs-to-face with a Marine’s gunfire » 


Turn-based beauty 


neuial 


f you read last issue’s coverage of the Electronic 

Entertainment Expo, you probably got an idea of just 
_ how wide-spread real-time strategy gaming has 

become. In the flood of games that aim only to ape 
amend & Conquer (and those games that are honestly different, 
but happen to be real-time), there were few titles using the style of 
game previously so common in strategy games, e.g., games played 
out in turns where you can plot out your strategies at your own 
pace. This dearth of turn-based titles might lead one to think that 
such games are dead, or at least have been relegated to a small cor- 
ner of gaming. Games like Blue Byte’s Incubation, however, aim to 
prove those thoughts very, very wrong. 

The game’s story is relatively straightforward. Set in the Battle Isle 
universe, a group of 
Chromian colonists have 
settled onto the peaceful 
planet of Scayra. The set- 
tlers, however, pose a risk to 
the inhabitants of the plan- 
et, so a barrier between the 
settlement and the outside 
world was erected; this bar- 
rier has failed and a human : 
virus escaped, mutating the j= 
Scay’Ger into nearly mind- ses 
less beasts who now threat- 

_ enthe colony. It’s up to you 
to lead a platoon of Space ge 
Marines to protect the colonists while |i ie 
they are evacuated. oe 

Jumping in to one of the preview 
scenarios, it's obvious that this isn’t 


your typical strategy game. Using the “a 


Equipaentpoints: 1288 


_ graphics engine from their Extreme 
_ Assault action game, Blue Byte has 


e 
created what has to be one of the 


best looking strategy games ever. The aoe 
visuals, even at this early stage, nna 
should make some 3D shooter games : 

envious. You can view the action from |[Raataeeeesr=sereeee 


a variety of positions, moving about sen yr 
and changing angles; you can even Se 
switch into a trooper’s-eye view to 

see what each individual in your squad sees, then zip back to iso- 
metric or overhead views for the big picture. Troopers, aliens, and 
objects in the environment are polygonal models — not 2D sprites — 
and are fully animated. The graphics are in 16-bit color and the 
game supports MMX and 3Dfx-equiped 3D cards. 

All the pretty visuals, however, won't mean diddly if the gameplay 
isn’t up to snuff as well, and we'll have to wait for the final of the 
game before we can make a definitive evaluation. The fact that 

you're leading a platoon (of varying size) of heavily armed troopers 


COMPUTER GAMES 


xeon Oo ease RAAS 7 
Select Weapon 


‘Select Equipment 


against an alien threat will lead to obvious comparisons to the X- 
COM series, and those comparisons wouldn't be completely invalid; 
think of the gameplay as something of like X-COM in a setting 
remarkably like the movie Aliens (the first time some nasties drop in 
behind your platoon you'll see why) with a touch of Doom’s violence 
thrown in. Each trooper has a limited number of action points for the 
turn and can use them to move, fire, open things, give first aid, rest, 
or go into defensive mode (for reaction during the aliens’ turn). 

Unlike X-COM, though, the missions in Incubation are fixed, part 
of a larger campaign that 
tells the story of the evac- 
uation of the Scay-Hallwa 
colony. This leads — at 
least in the single player 
game - to something of a 
puzzle-like feel to game- 
play, but one with a sur- 
prising amount of tension: 
you have to get five troop- 
ersacrossapartitioned 
hall that you know has 
dozens of aliens lurking. 
Some mission elements 
are fixed, but others are random, so | 
replaying a mission won't always be a sure 
thing. The aliens in this early version aren't 
too smart, but Blue Byte tells us that these 
are only the first and dumbest creatures; 
some later on will be meaner, smarter, and 
better equipped, althoughintheend _- 
they'll all use brawn (in the form of lots © 
and lots of critters) over brain. 

After campaigning solo you'll be able to 
go multiplayer. Up to four players can com- | 
pete in what's called Arena Mode, fighting 
(on the maps provided with the game) over 
either a LAN or modem or via play-by-e- 
mail. Pick a map, set up squads, equipment, 
and the like, and deploy them. Each side 
may have up to ten soldiers, depending on how well each is 
equipped (heavily armed or more bodies — the eternal dilemma). 
Unlike so many turn-based games, these Arena Mode combats 
should be fairly fast affairs - no spending hours to play out a game. 

From what we've seen so far, it seems like all the components are 
there for a great game: graphics, concept, ease-of-use, mechanics, — 
and so forth. Now we'll have to wait (with baited breath) to see if the 
final product fulfills the promises made. —Scott Udell 

Incubation * Blue Byte > Windows 95 


< Angled overhead views 
help you plan your squad’s 
movement; a free-floating 
camera lets you check out all 
the angles and positions on 
a map (but enemies only 
show when your troopers 
can see them) 


v Equip your troopers with a 
range of weaponry, but 
remember that the more you 
spend on firepower the fewer 
troopers you'll be able to take 
on a mission 
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Thousands of eyes are watching 
«your every move. 
The next one could be your last. 
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You step off the plane in Turkey 
and are thrown into a murderous Conspiracy. 
Decipher the clues. Solve the mystery. 
Or pay with your life. 


Receive a $10 rebate in the 
mail when you buy this game. 
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ou’ve mastered the 3D genre with two of the 
most popular games based on the Doom engine. 


Your Quake-based game is one of the most highly 


anticipated titles on 1997. What do you do for an encore? 


How about a couple of near-2D overhead action games? 


Huh? 

This makes sense if you're Raven Software, the masters of id one- 
upmanship (as in id Software), whose Heretic and Hexen won acco- 
lades from gamers, and whose Hexen // threatens to do the same. 
Along with their MageSlayer [CGS+ 87], Raven has gone back to the 
days of overhead sprite-based characters blast- 
ing everything in sight, only now they've added 
modern 3D worlds and 3D acceleration. 
Welcome to the retro-future, and it definitely is a 
bloody place. 

Take No Prisoners, published 
by Red Orb Entertainment (the 
“we can make violent products” 
division of top kids-software pro- 
ducer Broderbund), is a 3D 
action game from an overhead 
perspective. You’re Slade (what, 
was Shaft too busy?), a Mad Max- 
esque mercenary just trying to 
make a dishonest living in a 
post-nuclear world. He stumbles 
into a town searching for a 
Mutate-Me-Elmo (not really) 
when he suddenly discovers not 
everything is kosher. It seems 
there’s a dome of pure energy 
that shields both the source of power for the town (a refractive 
matrix crystal), plus the more ominous “dark and deadly secret™.” By 
using various weapons, equipment and vehicles along the way, it’s 
up to you to kill any and all of the 21 different mutated creatures and 
discover what's up. 

As with Heretic and Hexen, Take No Prisoners isn’t broken down 
into levels. Instead, you can freely travel through any of 20 territories, 
including a prison, the Alamo, sewers, a mall, cathedral and the zoo 
(ooh, lovely animal mutants). You will move between different envi- 
ronments, but you'll do it via trains and other vehicles. This is a 
design philosophy that Raven’s always used, and even though it’s 
faked it’s faked really well, and goes a long way toward making the 
environments more realistic. 
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It’s all good, bloody fun 


Climbing up on this guard tower shows 
off the transparency of the roof 


A new interpretation of 
“death from above” 


Take No Prisoners will deliver 21 weapons of mass dis- 
traction, including the Phased Tachyon Pulse Cannon, 
Laser Rifle, and Shuriken (oh, and maybe a shotgun or 
two). Items found along the way that can be heaved at 
the bad guys include poison gas bombs and Molotov 
cocktails. Defensive weapons include a Portable Force 
Barrier, Float Disc, Stealth Device, and Rocket Net. Finally, 
you'll be able to control vehicles in the game, such as a motorized 
gondolas and cranes. A PDD (Personal Data Device) can be called up 
at any point in the game and give you information on all gameworld 
objects (it also serves as the map function). 

Multiplayer game variations include Arsenal, which will somehow 
determine the best player without becoming a race to the rocket 
launcher; Stockpile, a variant of Capture the Flag; Assassin, where 
each player is assigned a target in secret; and Capture the Crystal, Kill 
at Will and Strike Force. 

The 3D engine may look two-dimensional at first-glance, but it’s 
true 3D, with support for 3D accelerator cards (which is already in 
place, and looking quite splendid). Despite the overhead view, the 


game allows you, with the mere press of a key, 
to target objects below, at, or above the level 
you are on. There are multiple views of the 
action, from straight down to slightly tilted, with 
two zoom levels (the zoom occurs automatically 
when walking under lowered ceilings). 

When hearing about an overhead game versus a first-person 
game, the first fear is you'll have limited warning of approaching 
enemies. That is a problem, to some extent, because you often can’t 
see someone attacking you on the other side of an open door. But 
after spending a few minutes playing the first environment of the 
game (a sort of pre-alpha version of the game, which isn’t as terrify- 
ing as it sounds), you immediately adapt to the new perspective. It 
ends up allowing you to plan attacks and defense better, because it 
simulates the peripheral vision you lack in a first-person game. 

With sharp 3D visuals, a control scheme and play mechanics 
straight outta Quake, Take No Prisoners should provide a breath of 
noxious post-nuclear air when it’s released this fall. -Steve Bauman 

Take No Prisoners * Red Orb Entertainment * Windows 95 
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Over the Net 


Free vs. pay services: The battle continues... 


istorically, there has always been a 
question as to just what financial 
model an online gaming service 
could survive and be profitable with. Back in 
the 80s, Sierra was one of the pioneers of 
the fee-based online gaming service with its 
Imagination Network. Sadly, the required 
subscriber base simply didn’t exist, its net- 
work costs per subscriber were prohibitive, 
and the service spent quite a few years in 
limbo until it was finally taken under 
America Online’s wings (where it was 
recently relaunched under the WorldPlay 
moniker). In spite of these difficulties, most 
observers felt that Sierra’s vision of a dedi- 
cated online gaming network had merit but 
simply arrived too early for the marketplace. 

However, time moves on, and in the inter- 
vening years an interesting phenomenon 
known as the Internet came along. Although 
most people saw it as a handy way to 
browse web pages or email each other, sev- 
eral companies realized the inherent poten- 
tial of the net as a networking medium for 
online games. Instead of having to build 
massively-expensive dial-up networks (and 
pay the inherent support costs), or buy time 
on such networks, companies such as TEN 
and Mpath could build their networks using 
the Internet as their base. That problem 
solved, the next issue the companies had to 
decide was what their financial model would 
be -- in other words, just how would they 
make their money? 

An obvious start was to try the pay service 
model pioneered by Imagination. It was rela- 
tively simple, consumers “got” it, and using 
the Internet as the information transport 
medium dramatically lowered overall costs. 
One key disadvantage still existed — both 
TEN and Mpath would have to go out and 
get people to come to their network... and 
then keep them from leaving (also known 
as churn). 

Once the financial model was decided, 
the race was on to get to market first an 
gain the high ground. In this case, TEN beat 
Mpath to market by a few months, and 
quickly began building its subscriber base. 
Although part of TEN’s success at that point 
can definitely be attributed to Its strong sta- 
ble of exclusive content, it’s also obvious 
that the early adopters/fanatical gamers 
helped fuel TEN’s early growth. In compari- 
son, Mplayer struggled when finally 
released, partly due to being late to market, 
and also due to having little of its own 
exclusive content to differentiate it from 
TEN. To give a bit of a touchstone, in March 
of 1997 TEN announced having 25,000 pay- 
ing subscribers. Mpath was conspicuously 
silent as to its own numbers, but industry 
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estimates 7 Total Entertainment Network 


user base at 


placed their Fie Edt Go People Suppo Help oe . 


anywhere 
from 5,000- 
10,000 users. 
Although at 
first glance 
these num- 
bers seem 
somewhat 
impressive, 
they're a far 
cry from 
where they 
need to be to 
Sustain thes 
online gam- 
ing networks. 
Industry esti- 
mates are 
that each ser- 
vice needs 
anywhere from 75,000-150,000 users paying 
approximately $20 a month to simply break 
even (without taking into account any other 
income streams such as advertising, online 
retailing, etc.). Obviously, it takes some time 
to reach this break-even point, which is 
where Venture Capitalists (“VCs”) come into 


~ 4 

4 
i 
i) 
| 
i 
i 
/ 
h 
i 
] 
if 
3 
' 
i: 


ee 


> Enter 


hoc, ROBBY 


Mplayer Plus 
® Red Alert 
8) Warcraft 


Command & Conquer 


® Deadlock 


Mplayer Free Zone 

® Battleship 8) Crush! Deluxe 

@® Big Red Racing A Big Red Racing 
® eRe aaa The Flag > Quake 

® War Wind 

@® Risk 

@® Scrabble 

(® MechWarrior2 


Ei Shareware Version--Enter a.Game Lobby to 


5 > 


the picture. VCs invest millions of dollars 
into ventures they believe will eventually 
turn a profit. Both TEN and Mpath are VC- 
funded, which, as in many things, has its 
advantages and disadvantages. The obvious 
advantage is that the companies got the 
millions in seed money to launch their ser- 
vices, without which they’d probably not 
exist today, or at the very least, not exist in 
as polished a fashion. The disadvantage, 
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however, is that the VCs see these services 
as business ventures, and want to see a 
return on those investments. 

To sum up the situation, online gaming 
had taken off, but wasn’t flying quite as high 
as necessary, and the companies involved 
were struggling. The time was ripe for a 
change, and Mpath 
dropped that partic- 
ular bomb in 
February by 
announcing that 
Mplayer would no 
longer be a monthly 
subscription-based 
service, and would 
instead be split into 
two services. The 
basic Mplayer ser- 
vice would now be 
totally free to users, 
and an enhanced 
service called 
Mplayer + would be 
launched with addi- 
tional “premium” 
online content for 
$29.95 a year. 

The free portion 
of the service allowed Mpath to support 
game companies who wanted an easy way 
to offer free Internet play of their titles with- 
out investing in their own services. It also 
gave Mplayer a convenient way to bolster its 
own content. As far as the business model 
went, the theory was that subscribers would 
flock to the free service, thus driving up sub- 
scriber numbers, which would allow Mplayer 
to sell advertising to companies wishing 
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Exclusive content such as Duke Nukem and 
Dark Sun Online has served TEN weil in the 
past... 


access to a captive gamer audience. That 
advertising income would subsidize the free 
portion of the service, and yearly subscrip- 
tion fees and income gained from licensing 
the Mplayer platform would help offset any 
additional costs. 

Obviously, this wasn’t the best of news for 
traditional pay-for-play companies such as 
TEN. On top of slowing growth and competi- 
tion with the new game company free ser- 
vices, Mpath’s move came at a time when 
much of its content duplicated that of TEN’s. 
Although no hard numbers exist, it seems 
likely that quite a few TEN members did the 
math and switched to the new, cheaper 
Mplayer service. 

As you might expect, consumer and press 
interest in Mpath’s dramatic pricing change 
was high. Both users and publications 
announced the coming of a new era, and 
challenged other gaming services such as 
TEN and Engage to match Mplayer’s pricing 
schemes. Proponents of the “everything 
should be free on the Internet” theory point- 
ed to Mplayer as the first breath of the 
winds of change, and predicted that soon all 
gaming services would be advertising-subsi- 


Microsoft's Fighter Ace will be the first pay-to-play title on the Internet 
Gaming Zone 


dized, and free to 
users. To date, 
however, few of 
the other services 
have followed in 
Mplayer’s foot- 
steps. In fact, both 
Engage and TEN 
have explicitly 
stated that they 
don't believe the 
current market- 
place can sustain a 
purely advertis- 
ing-supported ser- 
vice. The notable 


... but equally strong content such as Diablo and Quake on Mplayer has 


blunted that edge 


exception to this line of thinking is Microsoft 
with their Internet Gaming Zone (also 
known as IGZ). In many ways, IGZ follows 
Mplayer’s model with a portion of the ser- 
vice that can be accessed for free (with 
expenses being subsidized by advertising 
and Microsoft's deep pockets), and a pay 
area. However, in Microsoft's case, the pay 
area will consist of online-only entertain- 
ment that’s been specifically designed for 
the online space. 

So what are the facts, then? Can a free 
service like Mplayer 
survive and thrive in 
today’s online mar- 
ketplace? Or are 
users always going 
to have to pay for 
the right to play 
online games? 
Putting all the 
pieces together, it 
looks as though the 
answer is some- 
where in-between. 

In May of 1997 
TEN announced that 
it had nearly 30,000 
paying subscribers; 
in June, Mpath 
announced that 
Mplayer had 
100,000 subscribers 
— most of them like- 
ly on the free- 
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play/Mplayer “Basic” plan. Mplayer’s 
100,000-subscriber figure is quite interesting 
for several reasons. First off, it’s on the low 
end of what an online gaming service might 
need, subscriber-wise, to financially survive 
(assuming all the members paid approxi- 
mately $20 a month). Secondly, it’s signifi- 
cantly more users than TEN has, which 
would seem to point to the free-play busi- 
ness model as having some validity. 

Where is this all going? It’s pretty simple, 
really. Although most don’t think Mplayer 
can survive solely on advertising revenue at 
this point, it’s generally believed that it can 
do well enough to show VCs or other part- 
ners that funding it for a few more years is a 
worthy investment. 
TEN is seemingly in 
a weaker position, 
but you can already 
see the beginnings 
of advertising in its 
recently released 
1.2 version. We're at 
a point where we’re 
seeing a conver- 
gence of the pay 
and advertising- 
subsidized financial 
models. TEN, 
Mpath, and 
Microsoft seem to 
all be moving 
toward subsidizing 
the costs of running 
their respective services via advertising. Both 
Mpath and Microsoft already have a free 
area and a pay area, and if we gaze into the 
crystal ball, it seems likely that TEN will soon 
also have a free, advertising-supported area. 

In the end, we’re going to be right back 
where we started, with content being king. 
Users will soon be faced with much the 
same pricing models and feature sets, and 
will be looking at the content (read: games) 
to decide which service will get their money. 
Traditionally, TEN has always been strong in 
content, although Mplayer is showing signs 
of catching up. And of course, we can never 
count out Microsoft whose deep pockets 
could go quite far in wooing developers. 

The good news is that these services will 
only get better in features, content, and pric- 
ing. The bad news is that they'll also face 
increasing competition from the new free 
services from game companies such as 
Blizzard and Westwood. At the end of the 
day, the service that offers the best value and 
content will likely come out on top. Although 
it's too early to predict with any certainty 
who will win, we can already see that this 
year is going to be particularly bloody. Enjoy 
the show, but don’t get too attached to any 
particular service. -André Vrignaud 

André Vrignaud has worked in the computer 
gaming industry since 1990, although he admits 
the Atari 2600 had a great influence on his for- 
mative years well before then. Most recently he’s 
worked at SSI and TEN, where he produced 
much of their online content and direction. 
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Command Post 


The mice that roar 


n last month’s column | talked a bit really create as many sym- 

: bols and units as you wish 
(32,000 of each). Maps will 

be limited to 64,000 hexes 
[!].” They are using stan- 
dard .BMP type files (with 
256 colors) for the system, 
which means users can 
create their own graphics 
or even scan in graphics 
from actual games. For the 
maps, users can either cre- 
ate their own tile sets 
(smaller map files) or lay a 
grid (squares, offset 


about wargames and the annual E3 

show; as | noted then, computer 
wargaming is one of the few genres where 
maybe as many publishers don’t show as do. 
While the big guns were there, most of the 
so-called little guys were not, so | thought 
I'd spend some time this issue detailing 
some of the upcoming products from these 
publisher/developers. 

Leading the mouse pack is HPS, publisher 
of such grognard favorites as Tigers on the 
Prowl and Panthers in the Shadows. Originally 
a one-man shop in the form of Scott 
Hamilton, it doubled in size some time back 
with the addition of retired Army Major 
Greg Smith (known by his Air Warrior en 
handle, Sturmer). | recently spent some | @{j iz (es (Pal 
time talking with him, and he brought | /gm ee 
me up-to-date on HPS’ current project, |\  PlayerNameyPicture | 
the long-awaited Aide de Camp 2.0. | a , 

For those who don’t know, ADC is : | naan 
not so much a game as a game utility; it : 
let board wargamers (primarily, but it 
could be used for other types of grid- 
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these wargamers (many of who are 
without easy access to opponents) are 
big fans of the venerable product, it’s 
showing its age; relatively crude graph- 
ics capabilities, a sometimes awkward 
DOS-based interface, and some memory 
restrictions (a few really huge games like 
Grand Europa were too large for the system) 
all combine to make fans of the series cry out 
for an improvement. 

ADC 2 is HPS’ answer, and it should be a 


S 
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& An early look at the ADC 2.0 front end 


Squares, or true hexes) over a complete .BMP 
image (for better detail). You'll even be able 
to add multimedia touches to your game 
sets: pictures, sounds, video clips can all be 
attached to your move/comment files. 
They've made a lot of tweaks and improve- 
ments to the game support system itself, 
including the ability to handle hidden 
units. 

HPS doesn't issue release dates (they 


for ADC 2, published elsewhere, came 
from), and especially won't on this title. 
Well into the project, they've discovered 
that their development system (Optima) 
has bugs at the compiler level, and this is 
what's kept it from coming out sooner 
(they're too far along to restart, so have to 
code around these compiler bugs, some- 
thing tough to do when you're also mak- 
ing the jump to a new operating system). 
We can hope for this year, but there’re no 
guarantees. Once it’s finished they plan on 
taking the core Windows 95 code and using 
to develop Point of Attack 2, the sequel to 
their game of modern tactical combat. 
Smith is also working on his own design 
(along with programmer Hank Burkhalter) 


major improvement if all the pieces come 
together. Toping the list is a conversion to 
Windows 95 and the interface improvements 
this should allow; says Hamilton “ADC 2 is a 
lot easier to use.” He adds that “since it has 
basically no memory constraints, you can 
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which will be published as an HPS affiliate 
title. Called Defending the Reich, it's a 
wargame (not a flight sim) covering the 
German nightfighter defense against 
England's night time bomber raids, 
1943/1944. Says Smith, “to my knowledge 
nobody's done a game about German night- 
fighter aircraft during WW Il. On the other 
hand, after wrestling with some of the issues, 
| can see why.” 

Those issues include plane variants (Bf110s, 
Ju88s, and some He219s); radars like the FuG 
202 Lichtenstein and FuG 220 SN-2; and coun- 
terradars like Monica, Naxos, Boozer, and 
more. Aside from the complexities of these 
crude radar systems he'll be tracking things 
like readiness, morale, and historical aces like 
Schnaufer, Lent, and others. 

Relative newcomer Schwerpunkt is also 
working on new titles; after they finish 
revamping the first six games in their War in 
the East operational-scale series they plan on 
launching their first title covering the West 
Front. Schwerpunk President Ron Dockal 
says “This one is not another War in the East 
[style] game, but is a larger scope than we 
have ever tried. Four levels of maps, com- 
pletely new user interface, modern move- 
ment method, larger map area with more 
hexes, five scenarios including Campaign 
1940 and Campaign 1944-45, and so on.” 
They will also continue on with more titles in 
the War in the East series (eventually round- 
ing it out at twelve games total). 

And these are just a couple of the small 
publishers; more are out there and more 
appear on a semi-regular basis. Sure, they 
might be mice compared with the big guys, 
but never forget what mice do to elephants. 
—Scott Udell 
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“Warlords AI not only blows away the immediate 


fantasy-based competition, but other strategic “For this gaming series, third 


wargames as well." -PC Games times a charm!” - PC Gamer 


“Warlords IIT pushes the envelope forward for turn-based games 
— especially for internet play.” -Computer Gaming World 
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On War 


Mission analyses 


oday, with precision munitions, we 
T now can destroy targets with more 

assurance, less risk to aircraft and per- 
sonnel, and to non-combatants than any 
other time in history. What took 1,000 planes 
in World War Il now can now done with only 
a single F-117. The Tomahawk Land Attack 
Missile also enables us to accomplish a mis- 
sion without even risking a pilot. This may 
produce a significant revolu- 
tion in warfare. 

What we will do in this 
month’s column is use 
Harpoon II to show the 
effectiveness of precision 
munitions, determine how 
many planes to allocate to a 
target, and show some prin- 
ciples of parallel attack. 

In Figure 1 you see a net- 
work of communication sta- 
tions portrayed by the icons, 
with red lines indicating the 
active data links. To decisive- 
ly break the lines of commu- 
nication, we want to take 
them all out at once. If we 
went after them one at a 
time, it might take days or weeks to get them 
all. Even then, the enemy system could recov- 
er, build new stations, repair old ones, or find 
ways to bypass the gaps. If we can take them 
all out in one fell swoop, then we may gain a 
decisive advantage over the enemy. 

Relying on the popular literature, a single 
laser guided bomb has about a 75% chance of 
taking out its target. Therefore, six aircraft, car- 
rying two bombs each, should be sufficient to 
destroy the enemy communications net. 

We'll measure effectiveness simply by 
seeing how many targets we destroy. In 
Figure 2 you can see our strike is positioned 
so each plane hits the target at nearly the 
same time. | ran ten trials of : 
the scenario with one plane 
per target and the average 
number of targets 
destroyed was 2.2, the low- 
est was one and the highest 
was four. What we have dis- 
covered here is that the 
game's probability of hit is 
somewhat less than expect- 
ed. To determine the opti- 
mum strike, | ran the trial 
again with two planes 
against each target. The 
average kill rate was 4.9 kills 
per mission; twice all six tar- 
gets were killed and once 
only two were. 

Finally, | added a third air- 
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plane to each strike package 
and average kills rose to 5.3, 
although the targets were 
destroyed three times. When 
using more than one aircraft 
per target, there were usually 
planes with weapons remain- 
ing available to attack the 


Figure 2: The approach 


survivors. Remember, we are trying for a 
simultaneous take down of all the communi- 
cations sites, so this is an unacceptable 
course of action for us to pursue. Table 1 
summarizes the trials. 

Next | fired one Tomahawk at each target 
and they performed much worse, only 
killing an average of one target per mission. 
This is probably attributable to the smaller 
warhead on a TLAM. Interestingly, a single B- 
52 directed against each installation killed 
them all in one attack, but each plane had to 
drop its entire bombload to do so. 

So, even though the F-117s and their smart 
bombs weren't as deadly we thought, they 


Figure 3: The result 


& Figure 1: The enemy communication network 


TABLE 1: HITS PER MISSION 


Number of Planes 

Run 1 2 3 

1 1 6 6 

2 1 5 5 

3 Z 2 5 

4 2 5 5 

= 1 5 5 

6 3 5 5 

7 3 6 6 

8 2 4 6 

9 3 6 5 
10 4 5 5 
Total Hits 22 49 53 
Probability of kill 37 82 88 


were still much more efficient than plain old 
iron bombs. Remember, in our example, there 
was no active defense against our attacks. 
Also, in your gaming remember that the F-117 
is more vulnerable than it is in real life (or 
maybe the ADA systems are more effective). 
This would require a marked increase in the 
number of aircraft as we might have to 
include escorts, Electronic Warfare aircraft, so 
forth, just to get the strike aircraft into the tar- 
get. If we take out all the communications 
links simultaneously, we can be relatively cer- 
tain that the enemy will not be able to quickly 
react to our other operations. While this is not 
true in Harpoon, it is certainly true in real life 
and makes going after communications and 
leadership targets a worth-while endeavor. 

A historical example of the effectiveness of 
precision guided munitions is shown by the 
attack on the Paul Doumer and Thanh Hoa 
bridges. Before the introduction of laser guid- 
ed bomb, 46 F-105s and 21 F-100s, carrying 
over 152 bombs and missiles, attacked the 
bridges without result. Later, twelve F-4 
Phantoms attacked the bridge and dropped 
five 2,000 pound “smart” bombs, destroying 
the bridge. What a difference precision can 
make! For a full discussion of this potential, | 
recommend The Future of War by George and 
Meredith Friedman, and The Air Campaign by 
COL John Warden. —Michael K. Robel 
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Dungeon Keeper 


Subterranean homesick bile demons 


ritish developer Bullfrog is not known 
R for its alacrity in bringing products to 

market. Like their amphibian name- 
sakes, they tend to spend a lot of time on 
the (metaphorical) lily pad before producing 
anything. Of course, what they produce is 
usually worth the wait. Populous is one of 
the great games of all time; the Magic 
Carpets are innovative and spectacular. 
Some two years ago Bullfrog announced the 
development of Dungeon Keeper, a game 
with the intriguing premise that the player 
would be the evil mastermind of a tradition- 
al dungeon, tasked with protecting its 
wealth and foiling the efforts of goody-two- 
shoes heroes to loot it. Naturally, everyone 
assumed it would take quite a while for this 
game to see the light of day; after all, con- 
sider the source. What was not expected, 
perhaps, was the near-total transformation 
the game would undergo from its initial 
design to its final 1997 retail form. What 
started out as a reverse role-playing game of 
almost wargame-like complexity has 
matured into (gasp!) a real-time strategy 
construction sim. 

As it debuted this summer, Dungeon 
Keeper is a dungeon construction and opera- 
tion simulator, much like Maxis’ SimCity or 
Bullfrog’s own Theme games, but with tor- 
ture chambers, evil temples, and Bile 
Demons instead of hospitals, highways, and 
operating theaters. Players (IPX and modem 
support is built-in) create dungeons, 
research spells and rooms, populate their 
realms with creatures, and wage war upon 
each other. The solo game involves a series 
of “lands,” with varying levels of challenges 
of the player’s ability to manage and expand 
an underground kingdom. Foes include an 
assortment of hero types, who occasionally 
try to slaughter the dungeon’s inhabitants 
and steal their treasure, and other dungeon 
keepers, who basically attempt to do the 
same. Mulitplay pits several keepers against 
one another, 
competing for 
resources (gold), 
space, and mon- 
sters. Imps do all 
the work, while 
players recruit 
monsters to do 


The overview map. 
Quite a dark 
metropolis here >» 
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The dungeon through a Dark 
Mistress’ eyes. Come back here, 
little imp! | wanna play doctor! » 


Aftermath of a battle. Corpses 
galore—and soon the imps will 
drag the bodies to the graveyard, 
where they will rise as vampires! 
Talk about recycling y 


the fighting. 
Play is rather 
like a cross 
between real- 
time strategy 
games like 
Command and 
Conquer, and 
the real-time 
tactical com- 
bat in Lords of 
Realm II. 
Battles degen- 
erate rapidly 
into confusing 
muddles of 
gas, spells, 
blood, and 
screams, all (except the screams) of which 
are nicely rendered. 

A unique feature of Dungeon Keeper is the 
ability of players to possess creatures, and 
travel the underground world in 3D first per- 
son fashion. Each creature moves and sees 
differently. Flopping about as a Demon 
Spawn is very different than waddling 
around as a Dragon, for instance, and the 
world looks very strange indeed through the 
eyes of a giant Fly. Certain improvements 
allow the grouping of multiple creatures, 
which players can lead in first-person mode, 
as a sort of flying-squad to intercept intrud- 
ers and make the world save for evil. Most of 
the time, gamers will be in a zoomable, 
slightly skewed, top-down view mode, 


watching over their dungeon empire. 

Graphically, the game is attractive, 
though the 3D mode will not make anyone 
forget Quake, or even Dark Forces. The 
sound effects are superb, and the opening 
cut scene is perhaps one of the best ever 
done, with pulse-pounding music and excel- 
lent pacing. The game has a wicked sense of 
humor, most of which is imparted by the 
voice overs of a fellow who could pass as the 
Grinch’s double; he’s that good. 

All in all, Dungeon Keeper is entertaining, 
fast-paced, easy to get into, and technically 
sophisticated. It is also emphatically not 
what was proposed two years ago, and thus 
may be the cause of some displeasure 
among those who have been anticipating 
this title. What made the initial idea for this 
game so appealing was the “anti-D&D” 
approach of letting the player run the dun- 
geon, while other players or the computer 
attempted to defeat the traps and creatures 
defending the hidden treasures hidden 
underground. What was envisioned seemed 
to be a much more focused, detailed, and 
Strategic sort of role-playing game, with 
well-defined heroes, intricate dungeon 
designs, and a true interactive experience 
that would duplicate RPG experiences but 
from the opposite perspective. Almost all of 
that has fallen by the wayside. As it stands, 
the heroes are always computer controlled, 
and are essentially hollow and faceless. The 
only human competition comes from other 
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keepers, making this an all-Evil contest. 
Dungeon design, game pacing, and the 
format of the solo game in particular push 
Dungeon Keeper squarely into the ranks of 
the gather/build/expand genre of real-time 
games, albeit with an appealing twist. 
Everything happens too fast, situations are 
too scripted, for this to be more than a 
very good but still derivative real-time 
strategy game. 

And that, of course, is the rub. This game 
has more in common with any number of 
real-time strategy games than it does with 
anything remotely resembling role-playing. 
While some complaints that have surfaced, 
such as the lack of human-controlled heroes, 
are piddling (heroes do not have a dungeon 
to build, so what is there to control?), others 
are more pertinent. The solo game is short, 
there is no editor, there is no Internet sup- 
port, and the 3D engine for creature posses- 
sion is primitive by today’s standards. 
Knowing that Bullfrog had two and a half 
years’ development to play with, one could 
be forgiven for thinking that they might 
have polished this one up a bit more. Farting 
Bile Demons, masochistic Dark Mistresses, 
immortal Vampires and irritable Horned 
Demons make great creatures, but in the 
end are arguably little different from the 
hordes of machine gunners, rocket men, and 
hover tanks that populate every other strat- 
egy game these days. 

Does that matter? Depends. Simon Carter, 


« The Dark Mistress 
gets her reward. 
“Beat me! Beat me! 
Make me feel cheap!” 


¥ The Bile Demons 
come home. 
Sniff...sniff...what IS 
that smell? 


the lead pro- 
grammer for 
Dungeon 
Keeper, admits 
that the team 
had pretty 
much finished 
the game along 
the lines of the 
Original specs, 
but decided it 
simply was not 
fun. They 
junked it, and 
began anew, 
thus the long 
gestation peri- 
od for today’s Dungeon Keeper. No doubt the 
resulting product is a fine game, but one 
cannot help but feel that Bullfrog was a trifle 
premature in dumping the original concept, 
which was truly ground-breaking. Much of 
the pre-release publicity and interest sur- 
rounding this game came from anticipation 
based on design specs that have not been 
accurate for a year or so now, leaving one 
wondering why neither Bullfrog nor 
Electronic Arts made any effort to let people 
know the game had changed. Gamers antici- 
pating pitting their wits against an evil dun- 
geon keeper now have to be satisfied with 
doing so as just another member of that foul 
fraternity, rather than as 
paladins of light and jus- 
tice. Whether keeper vs. 
keeper combat proves 
to be the draw Bullfrog 
expects remains to be 
seen; certainly, it lacks 
the immediacy and tra- 
ditional significance of 
an epic battle of good 


The view from your dark 
tower...worlds to conquer ® 


and evil. Add to that the lack of Internet sup- 
port, and the rather weak Al of the comput- 
er-controlled keepers, and Dungeon Keeper 
falls a bit short of being truly excellent. 

Probably the best thing to do is to judge 
Dungeon Keeper for what it is, not what it 
could have been. In that regard, the game is 
still a winner. No single element in it is 
earth-shaking, but all elements work togeth- 
er in synergy. Sound, humor, atmosphere, 
look and feel, and pacing are all well done. 
The 3D mode is nifty, the user interface is 
slick, and the game seems to be technically 
solid. Whether it will appeal to the RPG 
crowd, which are likely to be the most disap- 
pointed of all gamers when they realize this 
is not the game they thought they were get- 
ting, remains to be seen. Early indications 
are that even this hard-core group will be 
won over by Dungeon Keeper's blend of 
whimsy, strategy, and action. For how long 
is unknown; the 25 solo and 15 multiplayer 
levels go by surprisingly quickly. The manual 
could be better, too. It fails to note that play- 
ers can access multiplayer dungeons in solo 
mode, by typing “keeper95 -1player” at the 
DOS prompt from within Windows 95, for 
instance, and leaves other areas of gameplay 
obscure. By and large, however, this is a 
quality release, and worthy of consideration 
by anyone with an interest in strategy, con- 
struction, or fantasy games. After all, it is not 
everyday that one gets the opportunity to 
slap monsters around, pull the heads off of 
chickens and raise the dead. Unless, of 
course, that day is spent playing Dungeon 
Keeper. -Robert Mayer 


Dungeon Keeper 

Bullfrog * www.bullfrog.co.uk * 
Requirements: DOS, Windows 95, 60MHz 
Pentium or higher for solo gaming, 133MHz 
Pentium recommended for multiplayer, 
16MB of RAM, 4X CD-ROM * Multiplayer: 2-4 
players, IPX, modem 
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X-COM Apocalypse 


Aliens behaving badly 


S parents, we take very seriously the 
responsibility to raise our computers 
right. We tend to their every need, 
lavish them with upgrade after upgrade, and 
instill in them our electronic values. Then the 
unthinkable happens: they bring him home 
after supper. He’s got purple hair. He’s got 
purple teeth. He’s got the faint scent of 
molten leather on his breath. He’s X-COM: 
Apocalypse, from MicroProse, and he makes 
a bad first impression. 

Undoubtedly, this game bellows from the 
rooftops in no uncertain terms that this is 
not X-COM. Whisked into Mega-Primus, the 
last refuge for ozone-challenged humanity, 
gamers find themselves once again doing 
battle against the alien regime. Unlike for- 
mer versions, action takes place solely within 
the bounds of this “City By The Drive Bay.” 

Right off the bat, the game graphics will 
catch almost all veteran Xealots off guard. 
Strangely absent are the dark and sinister 
backdrops of old, replaced by a retro-fifties 
motif best coined as peculiar. Obtuse, 
brightly colored buildings under the influ- 
ence of comic book art litter the huge city. 
While technically speaking, the visuals excel 
with detail, trading in “dark and foreboding” 
for “shiny, perky, and mirthful” doesn’t do 
the series justice. You won't find yourself 
trembling with suspense as your squad 
slinks towards a dilapidated complex hous- 
ing menacing aliens. No, you'll be thinking 
of capping a few lollipop kids en route to the 
Emerald City razing. 

Of the two viewing modes, the isometric 
view (you know, the one they used for box 
shots) will be used about 1% of the time. The 
rest of the time, a top-down street view 
composed of (once again) bright and cheery 
blocks, icons, and gridiron symbols acts as 
the primary source of feedback. With it, play- 
ers can zoom to buildings, survey city activi- 
ty, arm and train troops, purchase, and gen- 
erally fulfill duties as X-COM’s leader. 

Tactical aspects of Apocalypse are severely 
hampered by the way the battlefield vertical- 
ly slices itself into layers. These layers don’t 
correspond to floor heights, presenting 
instances where one agent hovering mere 
inches above another disappears entirely. 
Keystrokes are available for cycling through 
these arbitrarily dimensioned chunks of air 
space; unfortunately, the effort expended 
makes directing your squads up a simple 
stairwell far more complex than necessary. 
Something as basic as momentarily holding 
down the shift key to have the mouse navi- 
gate vertically (rather than horizontally 
across the map) would have been sufficient. 

Then the parental nit-picking commences. 
Agent and vehicle screens offer no filtering 
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A downed UFO, thanks to 
relentless pursuit by Valkyries 


X-Tris Instructions: place the 
rapidly falling weaponry in 
such a way as to line up a 
whole row so they'll disappear 


Grenades explode into a giant 
flaming cross, while aliens suc- 
cumb to the choking heat 
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mation about the objects 
they’re trying to outfit. Squad 
members display sheer idiocy 
at times during battle. When 
not firing at granite walls pro- 
tecting snickering aliens, 
they're firing explosive rounds 
at aliens inches away. No 
problem, except the entire 
Squad writhes in flames, 
developing a maddening 
compulsion to douse A-1 
steak sauce on their bodies. 

About the time you don the cork boots to 
drop-kick Apocalypse right off the porch, an 
amazing event occurs. Suddenly, without 
warning, you discover it doesn’t matter. Not 
a single gripe. This renegade of a title, purple 
hair and all, begins to grow on you. He'll 
keep your cherished offspring up past cur- 
few, entertaining her well into the morning 
hours. Yet, you don’t care, because it... uh, 
let’s you watch. Heck, it even advocates 
wearing protection. Apocalypse becomes a 
prized member of your family, and you 
won't suspect a thing. 

The irony of ironies is that the most shin- 
ing trait of the game was once the most 
feared: the real time tactical component. 
Perhaps the reason for our anxieties comes 
from the way the term has been miscon- 
strued to mean “primarily non-stop” action. 
Fortunately, MicroProse came through like a 
champ, providing the perfect blend of heart- 


pounding action and fine-tuned control. 
Cycling through four speeds from Stop to 
Double-time, agents can be directed with as 
much or little player input as desired. Thanks 
to this seemingly tiny feature, tactical 
engagements now become episodes of 
coordinated attacks, simultaneous conver- 
gence on a target from diverse directions, or 
feinting an attack from one squad while exe- 
cuting an assault from the flank. As well, bat- 
tles seem to run their course much faster in 
this mode. To maintain control, the player's 
never more than a spacebar tap away from 
freezing the action to ponder new orders for 
agents. Among other benefits, the ability to 
combine and split squads facilitates sending 
a wounded group of agents off the battle- 
field with ease. Despite random bouts of 
painful ineptitude, your troops will most 
often take reasonable action under fire. 
Sometimes they'll duck behind barriers. 


Watch the odd vertical layering work. Now you see him [go up just a few feet]... Now you don’t 


Then again, sometimes they'll bury the 
behind of a duck. Must be a mood thing. 

Despite the exceptional traits of real-time, 
some folks simply won't tolerate it. After all, 
they'll say, “| played turn-based, both of my 
maternal fathers played turn-based, my 
grandpappy played turn-based. Doggonit, | 
want turn-based!” Itching for a fight, they'll 
walk away from Apocalypse bruise free, 
because happily coexisting with the real- 
time option is an enhanced version of the 
tried and true turn-based play of old. Added 
to the feature list are opportunity fire and 
movement, making it possible to charge for- 
ward or pull back during an alien sighting. 
Best of all, individual tactical engagements 
present the option for either style of play, 
without locking players into one or the other 
for the duration of the game. 

In regards to the tactical level map, the 
fact that one could crack open their dust-rid- 
den Candyland board game and see an 
uncanny resemblance makes no difference. 
The world still thrives, Xs, Os and all. After 


the first few (hundred) hours with 
Apocalypse, every location will be embla- 
zoned into your mind. You'll eventually 
commit to memory the most intimate 
details of every agent, vehicle, and building 
within the city’s limits. Transparently, the 
map dissolves from a collage of bright, 
blinking acrylic paint globules into the liv- 
ing, breathing, heavily-infested universe of 
aliens we've grown to love. Even devoid of 
purpose, sneaking an occasional peek at the 
exquisite isometric view of Mega-Primus 
provides entertainment and even a little 
humor (though a novelty at best, it’s even 
possible to manually control vehicles within 
imposed limits). 

Irritation at the lack of good agent and 
weapon management screens soon turns to 
mild annoyance, followed by a non-commit- 
tal shrug , ultimately coming to rest on 
“Don't bug me. I’m busy outfitting my 
troops.” Divvying out weapons, armor, and 
grenades to each agent means keeping in 
personal touch with them. For that brief 
moment, you're not waddling up the 
bureaucratic chain. Instead, you're 
hand-crafting each agent with suit- 
able amenities, face to face, mano-a- 
digital-mano. The ability to name 
your agents means always having a 
spare squad of kamikaze warriors 
(armorless agents wielding Nerf sta- 
ple guns, all named after ex-bosses 
or overzealous talk show hosts). 
More importantly, one can’t help but 
be especially careful to avoid thrust- 
ing squads forward into the darkness 
if it means risking the loss of friends 
and veteran soldiers. 

The political shifts between differ- 
ent factions of Mega-Primus chal- 
lenge gamers to adapt to an ever- 
changing climate. Though the rami- 
fications from many of these city- 
wide squabbles might be too subtle 


op bottom)! 


“Oooh. I'll take one of those, three of 
these, and six of those. Oh, and plas- 
tic, not paper” 


An entire subculture of art may grow 
from the artistic flair of meshing the 
right weapon with just the correct 
soldier 


to any less than the frantically observant, 
they do impact the game substantially, par- 
ticularly during the latter stages. Anger 
Transtellar, for example, and suddenly trans- 
portation opportunities dissolve, and by 
association, supplies. Good luck even rent- 
ing a wheelchair until recompense is made 
(or alien infiltration quelled). Harass the 
more noteworthy gangs, and watch your 
painfully fragile base collapse like a stained- 
glass wetsuit in a tidal wave. Though deceiv- 
ingly calm, the underlying turmoil permeat- 
ing throughout Mega-Primus can dramati- 
cally affect the climate of Apocalypse. 

Nothing matches the feelings of exhilara- 
tion and agony brought to the surface by 
this game. An electrifying tension over- 
whelms players once the awareness of ulti- 
mate power over purchasing, constructing, 
research, and the addicting tactical warfare 
manifests itself. It’s altogether too easy to 
get caught up in the emotional roller-coast- 
er of daily life in this big city. Think payday 
can't come too soon in reality? Thanks to the 
game's weekly pay schedule, you won't 
sleep a wink Sunday night, waiting for the 
lucrative briefing screen to pop up with cool 
cash come Monday. When a favorite warrior 
succumbs to the relentless onslaught of 
aliens, you'll study science digests for some 
way to jump through the monitor and 
administer CPR. Embroiled in the epic strug- 
gle against alien infiltration, you may even 
discover your face on a milk carton after a 
sustained absence from reality. 

The marriage of X-COM Apocalypse to your 
lavishly endowed computer might not be 
the stuff of silver wedding anniversaries. 
Certainly, folks in attendance at the wedding 
may find themselves less enamored if 
they've already played its older brother Daryl 
(and its other brother Daryl). Truth be told, it 
even makes a lousy one night stand. Give it a 
second chance, however, and it'll usher back 
that loving feeling of epic conflict and 3 a.m. 
pizza runs. Draw the shades, dim the lights, 
sit back and enjoy the Xenery. -Tim Royal 


% | 


X-COM Apocalypse 

MicroProse * www.microprose.com 
Requirements: DOS, 486 DX4/100 or higher, 
8MB RAM, 4X CD-ROM * Multiplayer: None 
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he third time’s the charm for SSG and 
Warlords Ill: Reign of Heroes (OK, the 
first and second times were charmed, 
too). Warlords is one of the longest-running 
and best-loved games in the field. The wiz- 
ards at SSG wisely decided not to stray too 
far from the path in the development of the 
third version. 

Once again, those eight 
wacky warlords are battling 
for control of the realm. This 
time out, two of the foulest, 
evilest, baddest dinner 
companionest warlords, 
Lord Bane and Lord Sartek, 
have banded together, and 
it's up to you to take control 
of the Sirian Knights and 
stop them once and for all. 

Yup, this iteration of 
Warlords has a storyline, and 
a campaign to go with it. 
The campaign is a nice 
touch, as your heroes travel 
with you from scenario to 
scenario, and you can cus- 


tomize your army types a bit between battles. 


Never fear, though. In addition to the 
Etheria (Sirian Knights) campaign, there are 
fourteen pre-built scenarios, and a scenario 
generator (but not a scenario or campaign 
editor — bet you publisher Red Orb will be 
offering these in an add-on pack in a few 
months) that can build random maps and 
offers many, many game options. 

Gameplay is once again turn-based, 
although in multiplayer mode, players move 
simultaneously within that framework. It’s 
similar to Interplay’s MAX, but less frantic 
since combat runs without player interven- 
tion. In MAX, if you get off the first shot and 
kill an enemy, there is no chance for retalia- 
tion. This sent gamers frantically mousing 
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Warlords III 


Griffons and centaurs and trolls, oh my! 


around the map in multiplayer. The 
only time a similar situation occurs in 
Warlords Ill is when you and an oppo- 
nent are racing to an unexplored ruin 
or an unoccupied city. 

The army sets in Warlords III are han- 
dled a bit differently than in the earlier 
games. Here, each side has a specified 


set of potential units. Regular units are those 
that can be built in any city. Mercenary units 
can't be built, but can be used if they offer 
their services or are won in a quest. Finally, 
special units are found in ruins. This new rule 
makes the game more logical (in that a pal- 
adin-like Sirian hero won't be traveling with a 
pack of undead) and also makes learning to 
play each side a fresh challenge. If you simply 
must combine unicorn and zombie armies, 
you can create a custom army set. Indeed, the 
game as a whole is extremely customizable. 

What would Warlords be without those 
heroes of the battlefield, the, erm, heroes? 
The hero sub-game has been rebuilt, with a 
much stronger RPG element to it. There are 
various classes of hero, and as they do bat- 
tle and complete quests, they get experi- 
ence points. Eventually, they'll “level up” 
and get ability points to spend on 
spells (more later) or on beefing up 
abilities. 

All units have a set of the usual 
attributes, such as strength, hit 
points, movement allowance, etc. 
Some also have abilities. When 
units enter battle, there are several 
sets of offsetting abilities. Morale vs 
Fear, Leadership vs Chaos, and so 
forth. Combining these offsetting 
factors yields a series of stack 
bonuses. For instance, if side A has 
a Morale factor of +4, and side B has 
a Fear factor of -2, then side A gets 
+2 for the stack during that combat. 

So when a hero levels up, he gets 
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A Battle. Once you get this far, there’s no 
turning back 


< Pop-up windows keep unit stats a mouse 
click away 


to spend ability points. A hero can (for 
example) buy +1 leadership for two ability 
points, or he can buy a Bravery spell for one 
ability point, and cast it to give a stack +1 
morale. Of course, this means he'll need 
mana gems to cast the spell, whereas the 
leadership ability is always in effect and... 
well, you start to see all the factors that go 
into shaping a hero. 

In addition to his inherent abilities, by 
exploring ruins a hero can find various arti- 
facts that artificially enhance his stats. Lest 
all of this get out of control, a stack may 
never have more than a +5 bonus (and there 
are abilities and artifacts that have nothing 
to do with combat, such as engineering, 
which reduces the cost of city building). 

Now, about the spell system. Warlords II 
introduces magic to the realm. All cities pro- 
duce gold, but some also produce mana 
gems (they can also be found by exploring 
ruins). lf a hero knows a spell, he can use 
mana gems from the pool to cast the spell. 
It'll remain in effect until the player turns it 
off, or that side runs out of gems (once cast, 
there is a maintenance cost per turn for each 
spell). This system works nicely in that spells 
produce a nice boon, but mana gems are 
rare enough that magic doesn't start to 
dominate the battlefield. 

War is always costly, and the world of 
Warlords is no exception. The economy of 
the game is based on occupying cities. Each 
city produces gold, which is used to build 
and maintain armies, and to improve city 
defenses. New to Warlords III is the addition 
of special sites, such as gold mines, which 
add to the coffers (though other special sites 
give some other boon; for instance, a nearby 
training ground will cause a city to produce 
troops with better attack attributes). This is 
an expansionist economy, and players are 
generally forced to keep pressing for more 
cities to pay for their ever increasing num- 
bers of troops. Occupied cities can be loot- 
ed, pillaged or burnt to the ground. Once 
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leveled, a city can never be rebuilt, but oth- 
erwise irnprovements can be made (a village 
built to a fortress, and a fortress built up to a 
castle). Sites can be razed. but these can be 
built back up from scratch 

Wandering the countryside burning vil- 
lagers out of house and home will make you 
pretty unpopular. Diplomatic relations range 
from “allies” to “at war,” with shades of 
like/dislike thrown in to boot. Basically, 
doing weil or razing cites makes you unpop- 
ular. Bribes make friends, and that’s about all 
there is to diplomacy. Personally, I've never 
convinced the Al to ally with me. 

On the plus side of this, the Al doesn’t 
automatically dogpile on the stupid human. 
If things are not going well, it’s sometimes 
possible to keep your head down while the 
Al players beat up on each other. During 
this time you can send heroes to explore 
ruins or go on quesis, in the hopes of gain- 
ing some powertui allies. In all, the Al is... 
adequate. It can be confused into running 
back and forth between two cities (by occu- 


awe 
one areas 


PET 


‘ Iga “ing 4 Me vin} 4 Yptions 


GF We acer Bred 


bwiup Myrmy Sv inp 


Ay ¥ P 
Obs } 


ty Pern ace 


‘Sir “Paldros, 


oud 


& To raze, or not to raze. That is the question 


You get enough charts to make you feel like an accountant > 


COMPUTER GAMES 


Neusral (ites 


Kombat Options aime ()ptions 


Click on a destination, andthe > 
program finds the swiftest 
path for you 

pying each in turn, itll run 
towards the unoccupied one) 
and sometimes seems to be pig- 
headed in its attacks. It'll head 
for a city with a force sufficient 
to conquer, but if you send in 
reinforcements that make the 
city virtually impregnable, the Al 
will plod on and still make a sui- 
cide attack. 

Ah well... there’s always mul- 
tiplayer. Play By E-Mail (PBEM) 
support is built into the game, as is LAN and 
Internet play. Red Orb has the Red Orb Zone, 
a free service a /a Blizzard's battle.net that 
helps you to match up with opponents. 

Good old Warlords. It's compelling, addict- 
ing, wonderful, but just why this is true is elu- 
sive. The parts, taken alone, are unremark- 
able. But the combined whole just merges 
into something great. Hours fly by unheeded 
as stacks of armies and heroes charge back 
and forth across the battlefield. There 
is just enough randomness, in the 
form of goodies gained by questing 
or exploring ruins, to keep the out- 
come uncertain. Just when you’re 
about to throw in the towel, one of 
your heroes will find a stack of drag- 
ons willing to fight on your side, and 
the tide will turn. Back and forth, ebb 
and flow. It’s positively mesmerizing. 

But alas, all is not hope and glory. 
SSG should be ashamed of them- 
selves for leaving out the scenario 
editor (no one in the industry makes 
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scenario editors that compare with SSG’s) 
and giving us one paltry campaign. Less seri- 
ous are problems with the user interface, 
which is sometimes clumsy (though after 
your first 12 hour Warlords marathon, you'll 
get the hang of it). And woe to whoever 
decided to go with those positively dreadful 
FMV sequences. Guys, if you’re going to do 
FMV, hire some actors. Better yet, use the 
artist who did the atmospheric graphics for 
your web page (www.warlords3.com) and 
use cel animation. 

While it’s hard to forgive the lack of a 
scenario editor, the number of options and 
random maps make up for it some. The rest 
of the cons will be quickly pushed aside, 
since the game is so Satisfying. If you were 
a fan of one of the earlier Warlords, you 
won't be disappointed. If you're a turn- 
based strategy gamer, who understands 
how it can come to pass that the sun is ris- 
ing and you're still trying to hurry in “just 
one more turn” before bed, get Warlords III. 
It causes sleep deprivation and it'll get the 
spouse totally annoyed with you. What bet- 
ter praise is there? — Peter Smith 


Warlords III: Reign of Heroes 

Red Orb Entertainment * 
www.warlords3.com * 

Requirements: Windows 95, 75MHz Pentium 
or higher, 16MB RAM, 4X CD-ROM + 
Multiplayer: 2-8 players, Internet (4 players), 
IPX, modem, PBEM 
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Today it’s Floyd. Tomorrow, the greatest pilot in the Star Wars® universe could be a dentist 
in New Jersey. That’s the beauty of X-Wing vs. TIE Fighter’. It allows you to engage in 


head-to-head combat against real people over modem, network and the internet. It’s a 


real first, and it’s in real time. The graphics have been galactically enhanced. The flight 
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engine is phenomenal. The new missions are masterstrokes of space mayhem. There are 
even single player missions for an all-new explosive experience. No wonder Computer 
Gaming World proclaims X-Wing vs. TIE Fighter “number one on every space sim-er’s 


wish list.” And if you don’t believe them, just ask Floyd. http:/ /www.lucasarts.com 


© 1996 Lucasfilm Ltd. All Rights Reserved. Used Under Authorization. Star Wars, X-Wing, TIE Fighter and the LucasArts logo are registered trademarks of Lucasfilm Ltd. The ratings icon is a trademark of the Interactive Digital Software Association. 
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Cheat Thrills 


ARCA 
61 


The original Duke Nukem, 
Commander Keen and 
Paganitzu. Though not 
necessarily “better” than ik Sea 
modern 3D extravaganzas, - 
they were nonetheless BCs 
superb games that most i 495 
people really enjoyed, 
despite their 

visual limitations 


f you're like me and hopelessly 

addicted to gaming newsgroups 

(it’s okay to admit it), you may have 
noticed a trend that’s threatening to 
overwhelm the wonderfully wacky world 
of comp.sys.ibm.pc.games.action. No one 
wants to talk about the joy of “playing” 
games anymore. 

Where in the past people used to talk 
about their passion for the games, nowa- 
days it seems people are fighting the battle 
of who could care less (apologies to the 
Ben Folds Five). Rampant negativity, hard- 
ware wars, generally abusive discourse — 
these are the things people seem to be 
passionate about. Everything but the actual 
act of playing a game. 

It manifests itself in the most cruel ways 
imaginable; one person posts about how 
much they like a game, or how to get past 
point X, and one person may give them the 
answer, but five others will tell them 
they're a complete idiot for even playing 
that game in the first place. 15 other peo- 
ple will chime in how much of an idiot that 
person is for thinking the other is an idiot, 
and so on. 

What’s more amazing than random 
flame war flare-ups is the passion with 
which people will express their hatred. 
They wear it like a badge of honor, and will 
post literally hundreds of messages, some- 
times in the same day, each one containing 
more piss and vinegar than any politician 
(or game reviewer) has ever experienced. 
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Fighting the battle of who 
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could care less 
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It’s as if these people were betrayed by a 
bad piece of software. To that I'd like to 
offer, “| feel your pain, but 95% of every- 
thing in the world is utter crap — be it films, 
music, novels — and it’s up to you to decide 
if it's worth wading through the muck in 
order to find the good stuff,” but that too 
smacks of cynicism. 

So what? Who cares? Good question. 
Maybe this is a welcome trend. Maybe it’s 
always been this way, but now with an 
international forum of like-minded people, 
we’re more comfortable voicing our true 
opinions. Maybe it’s the lack of quality 
releases in recent months. Maybe people 
are spending their summer months out- 
doors interfacing with the real-world 
rather than the Internet. Or maybe people 
are really only interested in talking about 
how “cool” everything looks with their new 
3Dfx card. 

Here’s something to try. Take an older 
game off your shelf and play it, really play 
it, for a weekend, an evening, an hour. 
Something like those great old Apogee 
side-scrollers. Try not to think about the 
low-resolution graphics, 8-bit sound, or 
lack of 3D card support. Try to remember 
why you liked this type of game. Does it 
recapture the magic? Do you still feel pas- 
sionate about the gameplay it delivers? 

Or have we reached a point that without 
the visual and aural kick a modern game can 
deliver, we can’t feel passionate about games 
that deliver solid gameplay? —Steve Bauman 
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MDK 


Go to the help screen <F1> and type these codes. 


Full health 
INEEDABIGGUN Gattling gun 
TORNADOAWAY Twister 
HOLOKURTISFUN Decoy 

ILIKETOLOB Mortor 

NASTYSHOTTHANKS Homing grenade 


HEALME 


Shadow Warrior 
In the shareware version, press <T> then enter: 
SWCHAN God mode 
SWGIMME All items 
SWGREED All cheats 
SWTREKxy Warp to episode X, level Y 
SWLOC 
SWRES 
SWSTARS 
SWGHOST 
SWMAP 
SWTRIX 


Framerate display 
Change resolution 
Restart level 

No clipping 
Automap 


Bunny rockets 
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Extreme Assault 
At the main menu, type “levelx “ where you leave a 
space after the x. Then hold <ALT> and press: 

1 Full ammo 
Weapon upgrade 
Energy 
God mode 
End mission 
Deactivate enemies 
Switch to copter 
Switch to tank 


X-Men: Children of the Atom 


We were unable to test this, but a fellow named Dan Sid 
has posted this information to the Internet: “To use 
Magneto and Juggernaut, go to the option menu by press- 
ing <F10> and go to the configuration menu. Once there, 
type in the word SPAM . After this, go into system and you 
will see a new option called BOSS SELECT. Enable this option 
and then save the new settings. Start a normal game and 
select a fighter and block mode. Before the battle loads, 
hold all three punches down for Juggernaut or all three 
kicks down for Magneto. Continue to hold down the buttons 
until the battle finishes loading. From then, you should be 
able to use your new boss character.” There you go. 
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Your eats has crash duded on.an inkaow planet. 
Look around. Crystal clear water shimmers. Shadows shift. Alien architecture eden into the horizon. 
Darkness falls. Walkways glow. Godless temples beckon. You are afraid. You are in the teal world...but 


it is like no world you have ever known. You are an uninvited guest in the fastest, sleekest, most — 


beautiful 3D world ever created. Live it. Breathe it. Survive it. 


Unreal. Alter your reality...forever. 


Primed for Pentium , 
Digital Extremes Maximized for MMX Technology — wwwunveatcom “unreal gigames.com — wwsugtinteractive.com 


> | 
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- LOOK FOR THE NOVEL FROM 520101 ,4 a8 518101 ,055 : J 
“Unreat™ * ©1997 Epic. Megagames, inc. All Rights Reserved. Created by Epic Megagames, Inc. in-collaboration with Digital Extremes. Published and distributed by GT Interactive Software Corp. Microsoft® and Windows® are registered 
; tre idemarks of Microsoft wig ansaet y MMX™ and the MMX Sits are trademarks ne Intel. erphee! ation. All other trademarks are the ptoperty of their respective companies, 
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Wipeout XL 


If looks could kill we’d have a homicide 


a 


couple of years ago, Psygnosis 
released Wipeout for the Sony 
PlayStation and 
some in the press her- 
alded it as the next revo- 
lution in gaming. The PC 
version came later, and 
if that was a revolution- 
ary game, than it was 
rather dull one, featur- 
ing the deadly combina- 
tion of poor graphics, 
frame rate and control. 
What a difference a 
couple of years make. 
With the release of 
Wipeout XL, once again a 
few months after the 
PlayStation version 
wowed the critics, the PC 
has leapfrogged the console systems. In a big 
way. A simple arcade racing game, the con- 
trols are the equal of the consoles’, the game's 
3D graphics are blazingly fast, and overall it’s 
the best-looking racing game ever created — 
perhaps even the best looking 3D game on 
the market. Sorry Pod, you've been surpassed. 
In keeping with its emphasis on style-over- 
substance, a fantastic intro movie sets the 
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Meat Puppet 


The bad game with the bad name 


nyone who thinks reviewing games 
A is glamorous has obviously never 

tried to play Meat Puppet to comple- 
tion. It’s a punishing game, one that serves 
up one frustration after another with little to 
no payoff. And that’s just the first level... 

You control Lotos Abstraction, trying to 
complete a series of assassinations before 
you're killed by an implant that’s set to go 
off. While the story may be interesting, it 
also brings up the major design flaw of the 
game - it has a time limit. While it’s obvious 
why you might want to do this (it adds ten- 
sion), in reality it ruins the game, discourag- 
ing the exploration that the detailed and 
interesting environments encourage. The 
documentation even goes so far as saying “if 
you want to kill everything or pick up all the 
power ups you probably won't make it in 
time for the big finale,” which begs the 
question, “Why bother making the environ- 
ments so densely packed with stuff?” 
It gets worse. There are two control 

options for the game, neither of which is ade- 
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Lush 3D environments are present 
throughout 


O:SO.. 


= BPE 


THRUST 


tone. It's may well be one of the best ever 
seen in a videogame (good enough to be 
used in the music video for “Atom Bomb” by 
Fluke, which is in regular rotation on MTV). 
This brings up the music, which in the 
PlayStation version of the game was good 
enough to warrant its own best-selling music 
CD. However, that music (with such heavy- 
weights as the Chemical Brothers) didn’t 


quate. Both require the keyboard 
and mouse to perform multiple 
functions, most of which cannot 
be done simultaneously (for 
example, you can’t fire while run- 
ning). There’s no granularity to 
the controls — everything moves 
in jerks and spasms. Compare 
the digital movement in this 
game to the smooth and fluid 
keyboard-driven Tomb Raider, or the complex 
but manageable Crusader series. 

The sound effects are repetitive, and after 
spending an hour or so with the game, you'll 
be repeating “subdue the intruder — he must 
be contained” in your sleep. The looped 
music contains so few motifs it’s like listen- 
ing to a scratched nine inch nails CD. 

Had they spent as much time on the 
playability of the game as they did on the 
aesthetics, perhaps Meat Puppet could 
have been salvaged. With excellent graph- 
ics that are unable to mask the dreadful 
gameplay, Meat Puppet is a game that, to 


EnERGY 


make the translation, replaced by good, but 
ultimately repetitive techno (or electronica, 
as it’s been re-dubbed for US consumption). 

Wipeout XL requires a 3D accelerator and 
as a showcase for cutting edge 3D technolo- 
gy, it’s an unqualified success. As a game- 
play experience, its long-term play value is 
hindered by a lack of gameplay options, 
vehicles and tracks. But it serves a purpose, 
and serves it well — it'll humble the most 
devoted PlayStation or Nintendo 64 owner. 
—Steve Bauman 


Wipeout XL 

Psygnosis * www.psygnosis.com * 
Requirements: Windows 95, 133MHz 
Pentium or higher, 16MB of RAM, 3D accel- 
erator, 2X CD-ROM * Multiplayer: None 


The graphics certainly aren’t the problem 


quote the band Pavement, has “miles and 
miles of style, so much that it’s wasted.” 
—Steve Bauman 


Meat Puppet 

Playmates Interactive Entertainment « 
www.playmatestoys.com/pie.com * 
Requirements: Windows 95, 9OMHz Pentium 
or higher, 16MB of RAM, 4X CD-ROM + 
Multiplayer: None 
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Presenting the long-awaited third installment in LucasArts’ classic adventure series, Monkey Island. With features like 30- 
plus hours of gameplay, 8,000 lines of hilarious dialogue, oodles of challenging puzzles, high-resolution graphics, film- 


guality animation and a few surprise celebrity voices. Not to mention vegetarian cannibals and a guy named Snugglecakes. 


38 


So get ready to embark on a rollicking, swashbuckling graphic adventure where the seagulls have better Wa 


KIDS TO ADULTS 
= a 


aim than the pirates, and the sharpest weapon is your wit. Fer Windows 95 CD-ROM 


CONTENT RATED BY 


Check out the playable demo in select magazines or download it from our Web site at www.lucasarts.com ESRs 


© 1997 LucasArts Entertainment Company. All Rights Reserved. The Curse of Monkey Island is a-trademark of LucasArts Entertainment Company. The LucasArts logo is a registered trademark of Lucasfilm Ltd., used under authorization 
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AND OTHER UNIQUE 
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BETRAYAL IN ANTARA™ IS HERE. A COMPLEX WORLD OF SORCERY AND 
VILLAINS, IT SURPASSES EVEN ITS PREDECESSOR, THE AWARD WINNING 


BETRAYAL AT KRONDOR®. 


NO OTHER ROLE-PLAYING GAME COMES CLOSE TO ANTARA’S ARTIFICIAL 


INTELLIGENCE AND ENGROSSING PLOT LINES. EXPERIENCE THE THRILLS, 


CHALLENGES AND DANGERS OF THIS ALL-NEW FANTASY REALM. 


SEE YOUR LOCAL SOFTWARE DEALER OR CALL 1-800-757-7707. 
DOWNLOAD YOUR FREE DEMO AT: WWW.SIERRA.COM/ANTARA 
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©1997 Sierra On-Line, inc. © and/or ™ designate 


FROM THE MAKERS OF BETRAYAL AT KRONDOR® — seserwts shortened Sera ontine ne 


Bellevue, WA 92007. All rights reserved. 


Road to Nowhere 


Input? It’s been gone for along time 


hy are games fun? As we know, 
there are countless answers to 
this question. We enjoy a reason 
to leave the world as we know it for a few 
blissful hours of... what? Avoiding Men 
Behaving Badly... For action-arcade 
gamers and flight sim lovers, the activity 
involves a visual/mechanical relationship 
best titillated by intricate graphics. For 
adventure gamers, the escape to another 
dimension lies in their imagination. Is 
imagination best fed visually? Almost no 
one will say yes to that, and yet, here we 
are in Movie-of-the-Week paradise, with 
Comix and Cliff Notes having provided a 
great deal of our literary background. 

At the gaming dawn of time, when the 
only pictures were in our minds, the writ- 
ten word was supreme being, and the 
parser the divine courier. “Take slimerod,” 
you type. “You pick up the slimerod,” 
answers the game. “Wow! Incredible! How 
did it know?” 

Back at this year’s E3, Simon & Schuster 
and Digital Village were showing Douglas 
Adams’ new game, Starship Titanic [see 
interview with Adams in this issue]. The 
presenters were very excited about the 
exciting, revolutionary new feature they 
were about to reveal. “It’s...[suspense 
builds] a parser!” Somehow, someone 
decided that when graphic point & click 
adventures became the norm, it was 
because we were in a “post literate age.” 
Now, apparently, with the advent of e-mail 
and Internet communication, we are ina 
“post post literate age.” We can read and 
write again! (Read and write, yes. Spell? 
Well that’s a different story.) And hence, we 
are ready (again) for all the benefits a pars- 
er has to offer. 

| spoke recently with Linda Watson of 
Virtus Corporation, designer of the parser 
for Starship Titanic, who agrees that the 
time has come for parser enhanced Al to 
contribute to the post post literate adven- 
ture. Watson feels lucky that this project 
enabled her to work her particular brand of 
magic in a world where she not only got to 
be master of the entire parser design, but 
got to hang out with Douglas Adams and 
crew in London, as well as don a lime green 
body suit and purple cape and appear as a 
superhero in the game itself. (Only the lat- 
ter is recognized as true accomplishment 
by her family.) 

Watson certainly realizes that an adven- 
ture game parser is not new. “We know 
that we’re just back to the future here, but 
what we haven't had before is a whole 3-D 
world with a parser in it, so that you get 
both - the visual immersion and the sound 
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[clockwise from top left] Starship Titanic’s examining table - look ma, no stirrups!; Does 
the white house of Zork Grand Inquisitor match your memory of it? Thanks to the parser, 
you can talk to this bot directly; When instruments play themselves 


immersion — plus you get to talk to things.” 
Based on Shank’s work in language pro- 
cessing, Watson’s parser sports a multi-lay- 
ered design (she likens it to an onion) that 
will, level by level, derive the user’s input. 
From the moments when the most compli- 
cated thing it could understand was “| 
throwed the red blue chocolate,” to now 
when it can interpret a broad range of 
complex sentences and find some intelli- 
gent context sensitive response, the Titanic 
parser has produced more than a couple of 
smiles. Some of its earliest, more memo- 
rable exchanges were: “Give me a beer” 
which evoked “Take me!” and “I throw a 
parrot.” (don’t ask) which returned “You 
cannot throw a chicken or a parrot.” 

As far as parsed input sent to the pro- 
gram, “tell me how to eat” became “you eat 
me,” and “what sex are you?” was delivered 
as “what is sex?” “We used news reports as 
test input a lot of the time, but news 
reports are written by professionals who 
don’t misspell, use incomplete sentences, 
use profanity or talk about sex all the time. 
| spent a really grim morning with a slang 
dictionary putting in all sorts of nasty 


words.” She also spent a lot of time build- 
ing an idiom base, so that the parser would 
not be taxed trying to literally interpret 
things like “a bad hair day” or “Here’s look- 
ing at you, kid.” 

Marc Blank, creator of the Zork universe, 
believes that parsers and text adventures 
have no commercial viability these days. 
Despite this fact, he has produced a text 
adventure for Activision to be included 
with their upcoming Zork Grand Inquisitor. 
Why? “I’m just interested in a reaction. 
Folks say that they always thought text 
adventures were pretty great - maybe 
because it’s the cool thing to say.” 
Currently his own company, Eidetic, is 
working on action titles for the Sony 
PlayStation. Post post literate age? Blank 
just laughed. 

|, for one, am thrilled to see a parser on 
the horizon. | was initially insulted by the 
“smart cursor.” And with Al and text-to- 
speech technology growing by leaps and 
bounds along with 3-D graphics capabili- 
ties, | don’t see why we can't have the best 
of both worlds. “A dwarf throws a nasty 
knife at you and misses.” Good. -Cindy Yans 
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[he wizards behind Lords of the Realm lt have divined a totally new game of magic, swords 


and sorcery and an arsenal of spells including Blades of Fury, lightning, ice darts, and deadly fire. 
re up the free demo at wuu.sterra.com and prepare to torch thy neighbor. 
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Angling in Antara 


his month’s column features hints and 
T tips for the first three chapters of 

Sierra's popular role-playing adven- 
ture Betrayal in Antara. The tavern has been 
filled all month with contentious gamers 
arguing their pro, con and neutral views 
about Antara’s merits [see our review on 
page XX]. Bashed, Battered and Bewildered 
have broken up more than a few bloody 
fights. Talk about your flame wars! The boys 
sport red badges of courage but I’ve man- 
aged to keep out of harm’s way. It isn’t easy 
dodging mugs of ale while hiding behind 
the bar. Heh-heh. 


Hot & Not 


Betrayal in Antara was the most popular 
role-playing adventure in July. The key- 
board-controlled, action-adventure 
Twinsen’s Odyssey garnered the most adven- 
ture game messages. 


Betrayal in Antara 
Play Antara at the Hard level (the other lev- 
els are too easy). The game is divided into 
chapters. Each chapter has a main task to 
complete as well as many side adventures. 
The game begins east of Briala. Click on the 
body in the road and click/drag items from 
it to your party. After stripping the body, 
save your game and go west to Briala. 
Check out where you are on the world map, 
When it gets dark, get off the road and 
camp. Sleep until dawn and resume your 
journey. Camping (and resting) is the 
cheapest way to partially heal your party. 
Paying for a night in an Inn fully restores 
health points. 

During combat, protect your party mem- 
bers by moving them away from the enemy 
when they are badly injured. Kill enemy 


[clockwise from top right] 

The outside of the Safe Harbor Inn in 
Balmestri 

Farmer Brunia is the waiter in the Inn 


In Chapter One, talk to Farmer Brunia 
and then talk to Korellyn north of 
Sortiga and Lord Garson in west Imazi 
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magic users before they can 
cast their spells. Replay a bat- 
tle if any party member is so 
badly hurt that they can’t 
restore their health points 
while resting. 

Every item you find can be 
sold to a shopkeeper, but 
each village has different 
shops. In Briala the shopkeep- 
er will not buy armor or 
weapons, but one will in some 
of the villages to the south and to the west in 
Imazi. To sell items to a shopkeeper, enter 
the store, click on the shopkeeper, then click 
on one of your characters. Click/drag items 
you want to sell to the shop’s icon in the 
lower right hand corner. The Anvil in Panizo 
sells chain mail armor. After knocking on all 
the doors - and outfitting your adventurers 
in chain mail - in Briala, Aspreza, Balmestri, 
Sortiga, Imazi, Aliero, Ligano, and Midova, 
complete Chapter One by going to the 
Escobar Estate in Panizo. 

Side adventures in Chapter Two require 
return visits to the above cities and knocking 
on more doors in Waterfork, Cardone, 


Sell items by click/dragging them onto the Inn’s shield 


Levoshe, Ormede, Ravenne, Melay and 
Varnasse. Your main task is to first visit Finch 
near Midova and then go to Peerless Imports 
in Midova and ask about Chailan Tea From 
Paolo . It won't be available for a week. Come 
back a week later and you'll find the shop 
was ransacked and Paolo is in debt. Talking 
to Leon at the Greener Pasture Inn will lead 
you to Antoni (in his bank) who'll settle 
Paolo’s debt (and return his Chailan Tea) for 
gems from Enkudi. Enkudi is between Sortiga 
and Ligano. Take the tea to Finch and then 
go southwest from Midova to find a canyon 
that leads to a bridge to Ticor. Go northwest 
through the forest to the river. Follow the 
river west to a section shallow 
enough to cross, and then go 
directly to Ticoro. 

In Chapter Three, talk to Raal 
then Scott Gratisi about Rooms 
and the innkeeper will rent out a 
room. To survive Ticoro, sleep at 
the Henne’s Shadow Inn every 
night. Talk to Lord Caverton at his 
palace and show him the 
Shepherd medallion. Go to the 
Tabernacle of Henne and talk to 
Fellich Marr about the Daughter 
Heir. Continue north to the gate- 
house and talk to the guard. Try 
to open the western rampart 
gate then go to the Knight's 
Promise Inn and talk to Selana, 
showing her the Shepherd 
medallion. Go south to Keys 
and bolts and talk to Coulaine 
and ask for the Rampart Key. 
He'll send you on a mission. 
Go to the southeast corner of 
town and catch Torrance, then 
talk to Coulaine to get the key. 
Open the gate, go north, then 
east, and click on the hole in 
the ground. Go to the south- 
west quarter of the city to 
The Green and the White Inn. 
Talk to the sitting guard. 
Return to the Henne’s 
Shadow Inn and the chapter 
ends. — Andy Backer 
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ake a planet full of 

Samurai warriors com- 

plete with topknot pony- 
tails, supply them with amphet- 
amines, Slim-Fast, a few Lean 
Cuisine entrees, a copy of 
Sweatin’ to the Oldies II, and 
you've got a batch of 
Twinsunians — natives of the 
planet Twinsun - loyal, feisty 
and cute as the dickens. One 
Twinsun national has the good 
fortune of being named 
Twinsen, a vowel away from /i& 
namesake-ness, joining 
the realm of such greats 
as Vinus, Plito and Mirs. / @ssiaulens 

As unlikely a hero as [38 Nj p< 
you'll ever meet, Twinsen —~* 
has just recovered from saving 
his planet from the evil Dr. 
Funfrock (who wears dresses for 
enjoyment) in the sleeper hit 
Relentless: Little Big Adventure. 
Adeline Software has recreated 
the little guy in an entirely new 
story, initially titled and still often 
referred to as Little Big Adventure 2. Twinsen 
is much beloved by those on his planet and 
by so many who have played the original. 
Happily, he’s back... and this is his story. 
Life has been peaceful on the plant 

Twinsun, and Twinsen and his wife Zoe are 
expecting their firstborn. Zoe, “great with 
child”, is a modern Twinsunian; no flowing 
maternity smock for her. Instead she 
bounces around in a red spandex jumpsuit, 
tending to her ailing pet Dino-fly, appearing 
on Oprah, and being otherwise productive. 
Before long, however, the tranquillity is shat- 
tered as space shuttles appear carrying 
Esmers. These initially unassuming visitors 
from the planet Zeelich, with pointy chins 
and hypotenuse heads, claim to be observ- 
ing Twinsunian culture, and promise to 
deliver fabulous new technology to the 
planet. The gullible inhabitants believe them 
until, before too long, they begin importing 
tanks, weapons and bulldogs, replacing the 
previously most dangerous thing in town — a 
kid on a roof with a pea shooter. The wizards 
and children of Twinsun mysteriously disap- 
pear (“wizards and children first,” right?), and 
Twinsen discovers that the Esmers are the 
pawns of the depraved Dark Monk in a 
much more nefarious plan that threatens to 
destroy his planet. To save it, he must enlist 
the help of the deity Sendell, a cross 
between a human embryo and Casper the 
Friendly Ghost, to keep the descending 
powers from obliterating all that is cherished 
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Twinsen’s Odyssey © 


The Iliad meets the odd 


gt 


and familiar. 

At a glance, 
Twinsen’s Odyssey 
appears to be very 
much like its prede- 
cessor, and actual- 
ly, itis. They kept 
what was good, enhanced it, added a lot of 
window dressing, and the result is one of the 
most entertaining games so far of 1997. 
Players will find themselves in a highly 
action-packed adventure, with fabulous 
characters, challenging puzzles and breath- 
taking graphics. | estimate well over 60 hours 
of gameplay -— less for sharpshooters with a 
walkthrough, more for the arcadely-chal- 
lenged. In fact, severely arcadely-challenged 
folks might want to pass on this, as at least 
half of the gameplay consists of running, 
jumping, aiming, shooting, rolling, pummel- 
ing and, of course, dying. Most of the puzzles 
consist of physical obstacles — a few mazes 
and a lot of “how to get there from here” 
predicaments, accompanied by an occasion- 
al member of the “find object A to give to 
person B” variety. 

As in Relentless, the visual style of the 
game is truly a delight that might best be 
described as Babar Dismantles the Martians 
(the as-yet-unconceived and undelivered 
TV docu-drama). The character animation is 
very similar (one exception: Twinsen’s 
eyes), with the same four modes of behav- 
ior for the protagonist: Regular, a strolling 


Dark Monk’s temple 


The beatification of our hero 
The weather wizard calls in a marker 


Balloon fest at the Temple of Bii 


gait allowing him to use objects and talk to 
other characters; Aggressive, which permits 
punching, kicking and whirligig swordplay; 
Discreet, so that he may successfully rob 
the local 7-11; and Sporty (renamed from 
Athletic), which produces a very amusing 
walking style, and allows him to run, jump 
and roll. Behavior change is now available 
at the touch of a function key, a wonderful 
improvement. In addition to the whimsical 
Grobo elephant, rabbibunny and Quetch 
characters, additional (and peculiar) species 
have been added: the Mosquibees, with 
dangling trumpets on their faces, and 
buzzing voices, are your freedom-fighting 
rebel allies; the Blafard, many of them min- 
ers, are very adept with shovels and pick- 
axes — especially when aimed at your face; 
and the Knartas, angry looking sausages 
with lasers (look for walking dildoes in 
combat helmets), are laughable but formi- 
dable antagonists with an even more formi- 
dable arsenal. 

Real-time animated 3-D ploygonal charac- 
ters are combined with wonderfully rich pre- 
rendered backgrounds with a handy multi- 
angle view feature. Although the camera 
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To order, visit your retailer 


Tel: (315) 393 6633 
or call 1 800 447 1230 


Fax: (315). 393 1525 3 f 
E-mail: webmaster@sir-tech.com ° .° 

Play it online at www.xfire.net 
www:sir-tech.com 


‘XFire” is a registered trademark 
of Sir-tech Software, Inc. 


[clockwise from top] 
Twinsen and Sendell, together again 


Twinsen purposefully approaches the 
evil televangelist 


A view from a pram 


The great minds of Twinsun play 
Follow the Leader 


Dino-fly to the rescue 


does not follow you, you are able to 

change it at will for a better perspective. 
One of the downsides of the multi-view 
feature is that the camera very often shifts 
automatically, sometimes at very disadvan- 
tageous moments, leaving you under fire 
with no view of the attackers that were, just 
a second before, in visual range. Generally, 
though, you are the master of the view, and 
it is very helpful to see all possibilities when 
navigating through some of the more 
treacherous situations, such as when con- 
stantly re-generated steel elephants with 
clubs are attacking from all sides while addi- 
tional pachyderms’ lasers are hitting you 
directly in the head (they rarely miss) and 
missiles are merrily exploding as well; or 
simply when you need to execute a series of 
quick leaps onto rapidly passing pads of 
pumice across seas of molten lava. 

In addition to Twinsen’s ubiquitous magic 
ball, other weapons are available: lasers, 
blowguns and the impeccably tasteful Nitro 
Meca Penguin — wind him up and he wad- 
dles toward the enemy and explodes five 
seconds later in a grand burst of tuxedo. 
Weapons are all bestowed upon you after 
completing various quests, with the excep- 
tion of the Penguin, which may be pur- 
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chased at a one of several power-up stores 
for a few meager zlitos, or kaches, whichever 
is the local currency — batteries not included, 
void where prohibited. Power-ups (in the 
form of health, magic, or extra lives) and 
cash are also found by using the action key 
near various plants, barrels, dispensers, etc., 
or by picking up an occasional mushroom or 
apple, or by taking part in casino gambling 
(really!), and they regenerate whenever you 
leave and return to the area. 

While regenerating bonuses might be a 
plus, regenerating monsters may make you 
want to keep your analgesic of choice close 
at hand. Leaving an area by mistake or by 
the wrong door after spending a perceived 
million years killing a roomful of angry kiel- 
basi, rewards you with the entire stock of 
critters all over again (pop a couple of 
aspirin). Carefully acquired keys do not 
accumulate. Instead they disappear the 
moment you leave the area for which they 
are intended, necessitating that you battle 
anew for them each time (pop some Advil); 
even doors that have been opened become 


re-locked (pop a valium). 
Unlimited save opportunities 
ease the burden, provided you 
remember to use them. 

In addition to walking, run- 
ning, jumping, hopping and 
rolling, navigation has several 
other sources. Twinsen can tool 
around in his sporty little car on 
Desert Island (at least until the 
land mines arrive later in the 
game), and since bodies of water 
are a problem for our 
hero (he sings, “...| can- 
not swim, | cannot 
float;” he also cannot 
sing), it becomes neces- 
sary to fly or boat. His 
pet Dino-fly, a jet-pack, 
space shuttles, air ferry, 
and lava pirogue all 
provide transportation 
between the various 
game locations — in ter- 
rific looking cut scenes. 
During bipedal naviga- 
tion, there were a few 
graphics glitches, such 
as falling through 
objects, or becoming 
“stuck in a holding pattern.” 

The voice acting is a mixed 
bag, from the truly charming 
(Zoe, Sendell and Twinsen him- 
self), to the mildly annoying 
(many of the lesser characters); 
and the sound track, while not 
particularly innovative, is pleas- 
ant, enjoyable and appropriate, 
with multiple themes associat- 
ed with multiple activities. The 
Discreet Mode theme is sure to 
bring a smile to many faces. 

Aside from the tiny quibbles, this is an 
extremely engaging title and an absolute 
must for action-adventure lovers. And to 
think that all of this joy can be found ona 
single CD... Although it is a very long game, 
it is recommended that you stick with it until 
the climax which is very exciting and the 
dénouement - the final cut scene, which is 
quite a feast (literally). And you'll be able to 
view Zoe without her jumpsuit. Hey, stop it! 
You know very well what that implies. What 
we don’t know is whether or not it was twin- 
sons (possessive homonym not implied). 
—Cindy Yans 
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Twinsen’s Odyssey 

Activision * www.activision.com * 
Requirements: DOS, 486 DX4/100 or higher, 
8MB RAM, 4X CD-ROM; Windows 95, 9OMHz 
Pentium or higher, 16MB RAM, 4X CD-ROM 
Multiplayer: None 
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Ecstatica II 


It has a lot of balls, but falls apart in the end 


raditional adventure gamers beware; 

Ecstatica Il takes a decidedly non-tradi- 

tional approach to almost every con- 
vention you hold dear. It has real-time com- 
bat, regenerating monsters (kill ‘em off, they 
reappear again, and again, and again...), a 
somewhat non-linear structure that gives lit- 
tle in the way of hints and direction, an 
almost comically complex control scheme, 
and perhaps most damning of all, a timed 
end segment that practically 
ruins the entire game. How you 
sit on the fence of most of these 
issues will go a long way toward 
determining whether or not this 
game is your cup of tea. Oh, and 
it also has balls. Lots of balls. 

Those balls, called ellipsoids, 
are used to compose everything 
in the game. Characters are made 
from balls. Plants are made from 
balls. Grass textures are made 
from balls. Like the original 
game, the sense of artistic consis- 
tency is the game’s biggest strength. The 
enormous environments are brilliantly 
designed, and jaw-droppingly gorgeous. 
Everything feels like it’s been conceptualized 
as a unified whole, something that’s rare in 
most of today’s hodgepodge “be everything 
to everyone” games. Kudos to the graphic 
designers — this may be the best looking 
game of the year. 

The story is a bit confusing, or possibly 
irrelevant, consisting of you controlling a 
prince who’s trying to return to his ancestral 
castle, only to find it overrun by some 
demon-spawn that were accidentally sum- 
moned by a sorcerer. In typical adventure 
game logic, you'll have to find seven pieces 
of a holy seal in order to save all of mankind. 
Gameplay-wise, Ecstatica II is much like its 
predecessor, which means that both of you 
in the US who actually bought it should be 
familiar with its gameplay mechanics. For the 
rest of you, it’s a third-person action/adven- 
ture with a “cinematic” view of the action. 

Taking a page from the Alone in the Dark, 
“why show a location from one angle when 
you can show it from six artistic views,” it 
suffers, like most games like it, from “sucky 
camera angle syndrome.” You'll know you've 
suffered from it when you’re under attack at 
close range and, when you take a step back, 
you find yourself a tiny speck in the corner 
of a different enormous scene. The monster, 
who no doubt isn’t aware of the sudden 
shift of perspective, will continue to beat 
you senseless while you're trying to get your 
bearings straight. But it looks fab... 

The main criticism of the original Ecstatica 
was its length, or lack thereof, and Ecstatica 
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The incredible environments never cease to amaze 


Lower the bridge to more areas of extreme weirdness 


Falling to your death never looked so good 


Taking a drink after a 
particularly nasty battle 


Up close and personal with our 
hero. Sorry ladies - unlike the 
first game, you'll be playing this 
one in drag 


1 has addressed this by adding a larger envi- 
ronment to explore, more puzzles and, in 
what is sure to be a controversial move, 
added more monsters to fight. And they 
never stop coming at you. Kill everything in 
one area, leave the room, come back, and 
it'll again be full of spiders and zombies and 
golems, oh my! 

A new combat interface has been 
designed, and it’s way too complicated. 
There are separate commands for swimming 
or running when armed with or without a 
weapon (different for a magic or non-magic 
weapon) and when you do or don’t have 
personal magic. Or any combination thereof. 
Got that? Trying to keep this straight is ulti- 
mately a waste of time, because most beasts 
can be defeated with a few rolls left or right 
(to dodge missile weapons) and endless rep- 
etition of “stab” and “swipe.” But the anima- 
tion of your character looks fab... 

Ultimately, these problems can be dealt 
with. You'll develop a rhythm in combat, 
find some better weapons, and ultimately 
slaughter your way through rooms with 
ease. What is harder to swallow is the terri- 
ble endgame. The final level is on a timer 
(which is hidden and unknown by the user, 
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until you inexplicably die), and you have to 
navigate a series of trap-filled mazes, one 
more annoying than the other. The controls 
suddenly turn mushy, perhaps due to the 
frame-rate hit that the slightly more animat- 
ed levels incur, or due to a fundamental 
problem with the purely keyboard-based 
control system. Regardless, it’s not fun, and 
the end-level sorcerer is a real wimp. 

Ecstatica Il is an infuriating game, not 
because it’s poorly done but because it 
could have been so much better. It has 
design flaws that are difficult, though not 
impossible, to overlook. It moves from being 
wildly brilliant and twisted to infuriating all 
in the span of a few minutes, but with most 
games eliciting nary a reaction in one way or 
the other, an occasional bit of twisted bril- 
liance is enough. -Steve Bauman 


Ecstatica Il 

Psygnosis * www.psygnosis.com * 
Requirements: DOS, Windows 95, 60MHz 
Pentium or higher, 16MB of RAM, 2X CD- 
ROM * Multiplayer: None 
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Betrayal In Antara 


Outposts’ new roommate? 


areer counseling consultants regularly 
advise you to tailor your résumé so 
that it tastefully stands out, often by 
suggesting colored paper. The reason is sim- 
ple: In a stack of white paper, anything eye- 
catching or unique tends to be noticed, 
especially by eyes weary of reading “Went to 
Yale. References upon request” for the 
umpteenth time. 

Oddly, it’s this same lack of distinctiveness 
that keeps Betrayal In Antara from becoming 
the next great role-playing game. From start 
to finish, the game does everything by the 
book, never straying off into the dangerous 
world of “something new.” Omniphobiacs 
will rejoice, and call this game home. 

At the outset, though, things look promis- 
ing. Following in the footsteps of its prede- 
cessor Betrayal at Krondor, this game re-intro- 
duces, in a thundering encore performance, 
most of the popular features in the original. 
A crude but workable introduction sparks 
your sense of adventure as it presents its 
hero, young Aren - stable boy by day, and... 
uh, stable boy by night. During a routine 
fishin’ mission, Aren discovers hidden magi- 
cal abilities when he decimates a carnivorous 
fowl by flailing his 
hands, closing his 
eyes, and most 
likely wetting his 
trousers. Through 
the course of his 
journey, Aren will 
be joined by vari- 
ous cast members, 
all of whom 
resemble Buffy, 
Jody, Mr. French, 


or a genetic combination thereof. 

The freedom of movement that made 
Krondor stand out among its peers remains a 
strong component. Players can explore the 
highways and by-ways at will, without being 
rigidly corralled towards the next designat- 
ed quest. Best of all - remember those word 
puzzle chests scattered about the land- 
scape? The ones responsible for stumping 
the masses, forcing players to rifle through 
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nearby Trivial Pursuit cards for answers? 
They're back, better and tougher than ever. 
Since Sierra had over three years to refine 
and polish, one might expect to see newer 
technology brought to the development 
table, as well as a fresh new story line filled 
with the same kinds of twists and turns ram- 
pant in Krondor. Not so. With rare exception, 
little improvement has been made to the 
portions of the game that count. Worse, crit- 
ical aspects actually take a step backward. A 
classic example of this is when the party 
stumbles on a farmhouse surrounded by a 
knee-high picket fence. Is the solution to 
jump over? Nope. Climb under? Colder. 
Break it down? Cold. A Sherman tank 
manned by postal workers couldn't dent the 
fence, because the aging technology of the 
3D engine forbids it. The absurdity of being 
forced to find the “prescribed method” for 
getting into the farmhouse shows what min- 


imal effort really went into bringing Antara 
up to date from a technical perspective. 


It's not too subtle a clue that something is 


amiss when a story designed to powerfully 
stir the emotions of gamers instead elicits 


groans and chuckles. Characters throughout 


[clockwise from top 
right] 


My thoughts, exactly 


A little “Leather Jerkin”, and you too might have 
a wooden staff 


“Antara: Vacation Capitol of the World.” Call 
your travel agent for details 


The overview map looks good with the air- 
brushed painting look 


Laura Croft, Lara’s “less perky” sister, stands 
ready night and day by the well 
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the game aren't endearing or convincing in 
any sense. Given the strain with which 
voice-overs try to overcompensate for the 
dry or campy dialogue, most of the conver- 
sations wind up an endurance test to see 
how long gamers can survive the barrage of 
clichés, amateurish accents, and just plain 
moments of awkwardness. Even the slight- 
est signs of absorption into the game are 
promptly stifled upon exposure to such 
gripping phrases as “Laaaaaura.... | think... | 
can do... maaaaagic!” In a Python skit? 
Hilarious. In a $50 RPG? Pathetic. 

Combat is the whetstone on which to 
sharpen the wits and reflexes, as well as gain 
veteran experience needed to wreak havoc 
in the name of (insert favorite moral align- 
ment here). Placing a finger on exactly what 
combat lacks in this game isn’t easy. On the 
surface, all the major de facto functions for 
hacking, slashing, and casting spells work 
soundly. Perhaps the problem is just that: 
they're standard, shoulder-shrugging “So?” 
features, looking for a soul mate but finding 
a bare cupboard with tiny uncaring 
Welchkins holed up inside. 

Every T is crossed. Every | is dotted. The 
résumé glistens with 
perfect spelling and 
grammar. The things 
gamers expect an RPG 
to possess reside firmly 
within Betrayal In 
Antara... but nothing 
more. If only Sierra had 
switched to that mar- 
ble-textured paper, or 
neon pink with tassels; 
Heck, if they’d just 
hocked a loogie on the 
proverbial paper — any- 
thing to draw 
attention —- the 
game might have 
stood out among 
its peers. In its 
present state, 
Antara is just a 
well-qualified, 
nameless candi- 
date vying for 
space on your 
game shelf. 

—Tim Royal 


Leather 
Jerkin 
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Betrayal In Antara 

Sierra * www.sierra.com * Requirements: 
Windows 95, 486 DX4/100 or higher, 16MB 
RAM, 4X CD-ROM 

Multiplayer: None 


Exile Ill: Ruined Worl 


Back to the surface 


he first two games in the award-win- 

ning Exile shareware series were 

graphic throwbacks to the time when 
Ultima IV ruled the role-playing universe. It 
was a time when how a game played was 
more important than how it /ooked. 
Gameplay is still featured over graphics in 
Jeff Vogel's latest release, the fantasy role- 
playing game Exile Ill: Ruined World, even 
though its graphic look is a bit more sophis- 
ticated than the other two Exiles’. All the 
backgrounds and the monster and character 
icons have been upgraded. The interface has 
been completely redesigned and many of 
the game’s battle effects are now animated 
(one can see arrows or spells move through 
Space to strike their targets). The game looks 
and plays better in many ways but it still 
lacks character and monster icon animation. 

In Exile Ill, as in Vogel's other two role- 

playing adventures, players still move a non- 
animated party icon across two-dimensional 
terrains. During battles, the party icon disap- 
pears and individual icons for each of the 
player’s characters appear along with non- 
animated monster icons. The icons and ter- 


rains are more detailed and professionally 
drawn now, but they still need to be animat- 
ed. At least the arms and legs of the charac- 
ter and monster icons should move. We 
should also be allowed to see the characters 
wear and wield the armor and weapons with 
which they are equipped. 

The Exile series is about an underground 
world (called Exile) where enemies of the 
surface world (called Empire) are exiled to 
live out their lives in a huge series of cav- 
erns. In Exile //l, the player’s party is sent to 
the surface. The game is open-ended, allow- 
ing players to pretty much explore the world 
and its hundred different towns and dun- 
geons as they will. The player doesn’t even 
have to send his party on adventures, the 
story still evolves around them. Villages are 
destroyed, characters die, monsters gain ter- 
ritory and refugees move from town to town 
even if the player chooses to do nothing but 
odd jobs and buy a house. 

The game allows players to create their 
own characters or use an already rolled 
party. There is even a character editor so 
players can modify party members by giving 


A non-animated party icon in the valley 


them more gold, food, spells, skills or items. 
There’s even on-line documentation avail- 
able as well as the usual printed instruction 
manual and hint booklet. 

Exile II is a superior role-playing game 
that it is, in spite of its lack of animation, 
competitive with more graphically sophisti- 
cated commercial products. Players will 
spend many happy hours within its detailed 
environments, adventuring and role-playing 
to their heart’s content. —Andy Backer 


Exile Ill 

Spiderweb Software, Inc. * 
www.spidweb.com * Requirements: 
Windows 95, 2.5MB of free memory; MacOS, 
System 7, 13” screen * Multiplayer: None 


You ve shot down Mibs over Iraq! 
You've won the Indy 500, 
the Super Bowl and the World Series! 
BUT 


Do you have what it takes to save a 
Human Lite? 


VIRTUAL SURGEON 


Open Heart | 


a simulation 


ve For more information about ISM and our products, call us at (410) 560-0973. Copyright 
ism ©1997 by ISM, Inc., 201 Padonia Road West, Suite 200, Timonium, MD 21093. 
am..-..- All rights reserved. Open Heart is a trademark of ISM, Inc. 


The Hangar 


Preflight checklist: 
Save time, save 

money; and avoid 
the Christmas rush 


ot a spare $1000 laying around? With 

two dozen new flight sims inbound, 

it'll take that much to buy them all. 
Few will want to own every new flying pro- 
gram that gets airborne; not all will be worth 
having. Sprinkled throughout this crop of 
potential chartbusters there will inevitably 
be some unmitigated losers. 


Be patient, Grasshopper, and 

have a fast CPU with a 3D card 

The real question is how to pick a few that 
will provide long, interesting gameplay. 
Sure, read all the reviews and download the 
available demos. Wiser pilots still don’t give 
in to the urge to be the first on the block to 
own the newest, highly-touted, “best ever” 
flight simulation. They wait and watch the 
usenet. There are plenty of opinions about 
game quality and bugs available in the 
comp.sys.ibm.pc.games.flight-sim news 
group. It doesn’t take long for a clear winner 
to emerge. As added insurance, look for a 
store that lets you return a program; there 
are still a few around. 

Before the first wave rolls in, consider your 
hardware. If you're not running a Pentium in 
the 120-133Hz range, minimum, you're 
going to be disappointed with the perfor- 
mance of most new sims. SSI’s Su-27 1.5 is an 
exception; it’s playable on a strong 486. 
Flanker is a good game that doesn’t waste 
CPU cycles. If only others would be so careful 
when coding... The Pentium II appears to be 
the winner for floating-point intensive flight 
sims, so start budgeting for one. 

Secondly, 3D is here; embrace it. About 80% 
of the current inbound releases support 3D. 
After this wave, expect that to rise to 100%. 
The 3D accelerators carry much of the graphics 
load. A relatively small investment in a new 3D 
card can prolong the life of a older, slower 
Pentium CPU. There’s no escape; if you aren't 
using a fast Pentium with a top flight 3D card, 
upgrade before jumping into the new games. 
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Sierra’s Pro 
Pilot will up the 
ante in the civil- 
ian sim sweep- 


the instrument 
panel controls 
don’t require 
the arcane key 
combos so com- 
mon in Flight 
Simulator 


[clockwise from above 
Cobra takes out a SAM in 
Flying Nightmares 2. 
Accurately modeled fixed- 
wing and rotary-wing air- 
craft coupled with a 
wargame feature. Who 
could ask for anything 
more?; Red Baron II finally 
takes off but it is leaving 3D 
support and multiplayer 
capability back in the 
hangar. Despite these omis- 


sions, it’s regal heritage alone will make it worth a look; Here’s a 
beautiful introductory screen from Air Warrior Il. You'll see these 
before playing the new, strategically-oriented, automated, histori- 
cal scenarios. They’re easy to join and leave you muttering “This is 
what it must have been like” when you’re milling around over the 
rally beacon with 100 other B-17’s!; X-Fighters from Sierra pushes 
the flight sim envelope with ambitious gameplay features. Your 
personal, squadron and country performance will affect the mission 
types and your ability to design, produce and fly new aircraft 


Two dozen! How will | ever decide? 
The software itself simplifies the purchasing 
decision. Games can loosely be divided into 
“era” categories. Start your search in your 
field of interest. There are WWI, WWII, Korea 
and the “Beyond Visual Range” jet combat 
games on the way and “civilian” aviation 
programs too. Look for companies that are 
trying to “raise the bar” and improve the 
genre in some way. The “graphics glitter” is 
nice but it’s time for some substance. 
Virgin's Sabre Ace and MiG Alley from Empire 
spotlight the overlooked Korean era, provid- 
ing jet combat without the “magic missiles”. 
Potentially these present a “best of both 
worlds” situation that expands our simula- 
tion envelope. Similarly, Sierra’s Pro Pilot 
may prove a worthy challenger to Flight 
Simulator, adding much 
more detail to the real- 
world flight training bene- 
fits of simulation. Flying 


stakes. The Nightmares 2 from Eidos 
cockpits are and X-Fighters from Sierra 
detailed and 


incorporate wargaming 
aspects along with simula- 
tion. This could be a major 
innovation. 

Don't be satisfied with 
less than “standard fea- 
tures;” demand more. At 


this stage in the devel- 
opment of flight simula- 
tions, any game should 
provide more than 
standalone capability. 
Multiplayer features, by 
modem, network or 
Internet, add to the use- 
ful life of any sim. 
Without them, a game 
automatically loses some 
desirability. The same is 
true of dynamic cam- 
paign engines. It’s true 
that some pre-scripted, 
unchanging campaigns 
have proven to be very well done. It’s also 
true that a few dynamic engines haven't 
worked particularly well. Still, dynamic 
engines should provide more for your 
money. The variability in defenses and mis- 
sion paths keep you playing long after your 
first successful pass through the game. 

In the multiplayer Internet arena, strategic 
considerations in gameplay are long overdue; 
the endless furballing is becoming a bore. For 
far too long, climbing to 25K in a FW-190 has 
passed for “strategy.” Kesmai is moving Air 
Warrior Il in a “strategic” direction. They recent- 
ly tested an 8th Air Force "Big Week” automat- 
ed scenario. About 450 players recreated a 
major historical event in the air war over 
Europe. The scoring was reversed with 
Country score as primary, Squadron secondary 
and Individual least important. This type of 
gameplay should be encouraged. Confirmed 
Kill is also rumored to be mission oriented. 
Others will follow this lead. Warbirds seems 
focused on technological improvements; voice 
capability exists. You can talk to your fellow 
squaddies while in flight. It’s bound to become 
another “must have” feature. 

Without a doubt, whatever succeeds 
will be over-imitated. Remember all the 
Doom clones and derivatives? Buy careful- 
ly, because you're voting with dollars. 
—John Nolan 
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Actual screen shot from Microsoft Flight Simulator 6.0. . ely Actual screen shot from Looking Glass’ Flight Unlimited II 


+, 
- 


The best just got better. Introducing Flight Unlimited I from 
Looking Glass. The most realistic flight experience ever in a PC simulation. 


FLY THROUGH A SKY FILLED WITH COMMERCIAL, CIVILIAN AND EXPERIENCE 25 HEART-POUNDING ADVENTURES, INCLUDING AT THE CONTROLS OF THIS DEHAVILLAND BEAVER SEAPLANE, 
MILITARY AIRCRAFT. REAL-TIME COMMUNICATION BETWEEN DODGING TWO F-16S WITH THE LICENSE TO KILL WHEN YOU YOU CAN TRY SOMETHING TOTALLY NEW IN A FLIGHT SIM— 
YOU AND AiR TRAFFIC CONTROL GETS YOU THROUGH THE JAM. VIOLATE RESTRICTED AIRSPACE. LAND ON WATER. 


Throw everything you know about flight sims right out the window. 
Because Flight Unlimited II takes the realism and thrill of simulated 
7 ., flying to a higher plane. Over 11,000 square miles of 
The Real Deal incredible Bay Area terrain accurately modeled for the 
C/Net's GameCenter ; . ‘ . ‘ 
most precise detail ever in a flight sim. The most 

advanced weather effects — rain, lightning, cross wind and more. Visual 

and instrument navigation. Six of the coolest civilian aircraft, including the 

legendary P-51D Mustang. Whether you're 

a high-flyin' veteran or just getting off the “The richest, most 

ground, check out the sim that sets the detailed ao ae ves 

Standard once again. Flight Unlimited II seers ete rer 


; : Computer Gaming World 
from Looking Glass...coming this summer. 


Now You're Really Flying 


an a4 


fake the “Unlimited Challenge’ and win really cool prizes. 


LOO, G GLASS 


: ~ ©1997 Looking Glass Technologies, Inc., Cambridge, MA. Flight Unlimited II and Looking Glass are trademarks of Looking Glass Technologies, Inc. All rights reserved. 
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The Elder Scrolls’ Legend 
- Series ta 


7rom the epic fae oleh world of Daggerfall and Arena, springs forth a 
Puitcase llaumitiaclacniiitaaetite triumph. The celestial citadel known 


>, —* BB as Battlespire has been ravaged by a black-hearted Daedra Lord. If this 
¥ dark Lord and his minions can brush aside an entire defending garrison of the 
ee ce Empire's Battlemages, how can you, a solitary hero, stand against them? 
wi | 9! | Create your character with the proven 


éharacter design system based on the Daggerfall game system. It gives 
you unrivaled power to custom-build the exact type of hero you want. 


e Chat with, conspire and then betray your enemies. Mete out justice eis ye 
with sword and fyre. Battle fiends so cunning, they smell your blood, 3 
hear your footsteps, and track you like prey. 


e Explore exquisitely detailed 3D interiors 
“mand exteriors. From ominous dungeons to towering castles, all rendered in 
splendid hi-res & hi~color. 


» ™@  @ Wage war in multi=player mode! Team vs. computer, team vs. team or 


vem) : , r 
=a the ultimate Deathmatch via IPX or Internet. 


1370 Piccard Drive e Rockville, MD 20850 ¢ BBS 301.990.7552 ¢ Fax 301.926.8010 e Internet hetp://www.bethsoft.com 
Arena—Role Playing Game of the Year: Computer Gaming World, Computer Player, Game Machine, Games Magazine. 
Daggerfall—Role Playing Game of the Year: Computer Gaming World, PC Gamer, PC Games, PC Today, CGDC. Spotlight Award 
Bethesda Softworks™, Battlespire™ & The Elder Scrolls® are trademarks of Media Technology Limited. Copyright© igg7 Media Technology Limited. All rights reserved. 


Air Combat Adviso 


Moving from the BnZ for the Kills 


hen it comes to killing bandits, 
sticking to BnZ exclusively will 
yield relatively few kills in relation 
to flight time, and - depending on your skill 
— ammo expenditure and TnB fighting in 
general. It’s very easy to understand why 
when you consider that the tradeoffs made 
for your increased safety as the BnZ’er also 
works against you. The high speeds that are 
characteristic of BnZ attacks reduce the tar- 
geting “window of opportunity” (duration) 
for both yourself and the bandit. As we've 
touched on a bit last time, if you want to 
increase your kill-to-bullet ratio, you’re 
going to have to turn with the bandit some- 
time. (Of course that’s assuming that the 
bandit values his airplane enough to evade 
your attack with by turning as opposed to 
flying straight and level like a target drone 
for you.) 

If you've ever attempted to turn with a 
bandit and had less than satisfactory results, 
you probably realize the secret to success is 
knowing when it’s relatively good (read: 
safe) to do so. At this point we already know 
that part of this decision should be based on 
knowing the capabilities of your aircraft vs. 
that of your opponent, and E is more valu- 
able than gold in combat. Let’s move on and 
talk a little about how to recognize when 
favorable turning opportunities arise. 


Shoot ‘em in the back 

The best shot in air combat against a fighter 
is the H2T (Head to Tail) shot. This is because 
you get to a place where shoot at the bandit 
and, more importantly, where he can’t shoot 
at you; you don’t need to lead your target as 
much to shoot at it and you can see what 
the bandit is doing so evasion becomes 
more difficult for him. Although attacking an 
unsuspecting fighter from the rear is most 
desirable position, you'll rarely get the 
opportunity for such attacks without some 
effort on your part or blunder from your 
enemy. Nevertheless, if a bandit presents 
the opportunity, take it. 


Angle off tail 
The first thing you want to look for is a low 
Angle Off Tail (AOT). AOT is the angle of 
your flight path compared to that of the 
bandit. Realize that AOT applies even if both 
aircraft are not on the same dimensional 
plane (above or below vs. left or right), but 
the nose of your airplane doesn’t need to 
point at the target to calculate AOT. AOT is 
based on flight paths, but in relation to the 
bandit’s tail (hence the name). 

Zero degrees is directly behind the ban- 
dit. This is the most desirable and easiest 
shot because no deflection shooting is 
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AOT is the angle 
of your flight path 
compared to that 
of the other air- 
craft. A lower AOT 
is preferable toa 
higher AOT 
because it 
requires a smaller 
angle of deflec- 
tion to shoot the 
bandit 


required. The high- 
er your AOT, the 
higher angle of 
deflection shot is 
required to hit 
your target. Note 
that depending on 
the distance from 
your target, the 
higher your AOT, 
the higher your 
deflection shot angle must be to land your 
BBs (slang for gun rounds) because you 
must pull lead. 


Low AOT 


Hit ‘em when they’re down 

If you have a good AOT situation presented 
to you that’s great, but AOT isn’t everything. 
In addition to weighing the situation based 
on your aircraft performance and E state rel- 
ative to your opponent's, you need to con- 
sider how much E your opponent has in 
relation to his flying performance as well. 
Just the fact that 
you're speeding 
down on your 
Opponent auto- 
matically suggests 
that you have the 
E advantage 
already (you 
shouldn't have 
begun a BnZ 
attack if you didn’t 
Start with an E 
advantage). But if 
his E state places 
him low on the 
turn performance 
curve, this can 
negate any skill or 
aircraft turn perfor- 


The higher your 
AOT and the 
longer the dis- 
tance from your 
target, the more 
deflection angle 
must be to used 
to hit your target 


mance advantage he’d normally have under 
other conditions. For example, if a bandit is 
virtually stalled (well below his corner 
speed), even though his skill/airplane may 
still be able to out-turn you in this condition, 
he may be slow enough for you to kill him 
before he can turn or do anything about it. 

Next time we'll talk about and how to rec- 
ognize such situations and how to deal with 
them. Until then remember - it’s better to 
watch your own tail than to fixate on the tail 
of your opponent. —Ben Chiu 


If you've ever dreamed of 


hen 
“te 
te 


slaying a dragon, commanding hth Sol 
magic with a word, or being a 
hero in a bygone age, you were 


dreaming of DragonRealms. 


Join thousands already playing 


the most compelling online 


fee. 


fantasy role-playing game “1% : i 


CP Bee 
* 


ever designed. Interact with 

a vividly described world filled 
with puzzles, magic, adventure, 
excitement and even romance. 

Whether you are a novice or 


long-time player, every day in 


ft 


DragonRealms you will find 
new challenges to test you and 


new friends who will help you. 


Find out for yourself. 

Play FREE on the Web for 

two weeks. You'll find out why 
DragonRealms has been one 
of the most popular games on 
AOL and Prodigy. After two 
weeks, pay only $9.95 a month. 
Enter DragonRealms a 


today. 
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play cight now on the web at: www.DRAGONREALMS.NET/GO/SPp30 
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688(1) Hunter/Killer 


All dressed up and nowhere to go 


s the 1990s wind down, and the 

“peace dividend” from the end of the 

Cold War pushes talented purveyors 
of Department of Defense software into the 
entertainment field (Stanley Associates, 
MAK, for instance), Electronic Arts has 
released its third foray into the modern sub- 
marine simulation field, 688(!) Hunter/Killer. 
Part of the Jane’s Combat Simulations line, 
which already includes the classic Longbow 
and ATF flight sims, 688(/) is the work of 
Sonalysts, Inc., yet another military contrac- 
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[clockwise from top] 

The mission editor allows you to place 
Advanced Whales on the map...are their 
Intermediate Whales too? 


3D views are usually adequate, and can some- 
times be tactically (if unrealistically) useful 


The heart of the game, the broadband sonar 
display. No one does this better 
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tor looking for greener pastures beyond the 
Pentagon. Bringing their considerable 
knowledge of submarine sonars, informa- 
tion processing technology, and undersea 
operations to the table, Sonalysts has creat- 
ed what is probably the best, most accurate, 
and most sophisticated modern sub sim 
ever. Unfortunately, this in many ways 
superb effort is much less successful as a 
submarine game. 

The game’s strengths are notable. True to 
their name, the developers of 688(/) have 
focused on the sonar systems in the 
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Improved Los Angeles-class attack subma- 
rine. Unlike most sub games, where contact 
leads to classification and a firing solution in 
short order, 688(/) makes gamers work at the 
task. Computer-controlled crewmen are 
available, of course, and they do a good job, 
but true silicon submariners will want to do 
this on their own. Using the bow-mounted 
spherical array, and the versatile if quirky 
towed array, simulated sonar operators have 
to find, monitor, identify, and track targets in 
the sometimes cacophonous undersea envi- 
ronment. Audio cues are vital in this game; 
whales sing, propellers churn, torpedoes 
whir, and it all means something. Once a tar- 


Ny 


get is acquired, gamers have to 
use narrow band sonars, includ- 
ing a hull-mounted array, to 
match up discrete ship sounds 
with stored profiles of likely 
encounters. Then, to accurately 
gauge speed, players become 
DEMON worshippers, using the 
DEMOdulatedNoise display to track shaft 
and propeller noise and thus determine con- 
tact speed. All of this feeds into the Target 
Motion Analysis (TMA) system, where the 
player attempts to accurately fix contacts in 
space and time, which is essential to making 
effective attacks. 

No argument possible, the sonar system 
in 688(I) is superb. The rest of the game is 
less stellar, however, and that is the central 
dilemma of this simulation. It is far and away 
the best simulation of certain aspects of 


modern submarine operations; its sonar and 
targeting models are superb, and it is better 
than any other game in simulating the ten- 
sion and difficulty of stalking targets under- 
water. The rest of the package, though, is a 
very mixed bag. The set of targets and possi- 
ble encounters is limited, with a host of 
important naval vessels conspicuously 
absent (planned for a later update it seems, 
along with ice pack scenarios). Weapons 
loadouts are sparse, with no ship attack ver- 
sions of cruise missiles, no possible future 
systems such as stand-off ASW weapons, 
and no tactical nukes, which while no longer 
carried on most deployments are still in the 


arsenal. The 3D views, while incredibly 
atmospheric in their feel, are populated by 
modeled objects of only middling sophisti- 
cation and attractiveness. Land is feature- 
less, the ocean rather consistently placid, 
and the animation sparse and unimpressive. 
All of that is forgivable, even forgettable; 
rarely does any of this interfere with enjoy- 
ing the game. What is much more problem- 
atic, however, is the basic mission structure 
of 688(I), and the apparent priorities of the 
designers. The game comes with 7 training 
missions, 11 single missions, and a cam- 
paign of 15 missions in four different operat- 
ing areas. There is a scenario editor, so user- 
created scenarios should begin to emerge 
soon, but the default mission selection is bit 
skimpy, and the missions are uneven. Some 
are very good, and require great skill. Others 
are merely navigation exercises. And there is 


little variability within these missions. Play it 
once, play it a thousand times, and there will 
be little change. Once gamers have won 
most of these missions, they will not be back 
for more any time soon. The campaign is 
more of the same. It has video lead-ins, four 
separate geographical areas and themes, 
and some good scenarios, but it is just as 
fixed and immutable as the single missions. 
Nothing the player does has any effect on 
the progression of the campaign, except 
that failure means replaying a mission. 

Apparently, one villain here is the 
Internet. EA seems convinced that their 
resources are best directed towards making 
688(I) an Internet institution, rather than 
building a dynamic campaign. Like EA’s ear- 
lier sub games (688, Seawolf), 688(I) offers 
multiplayer 
support, this 
time via net- 
works, serial 
connection, 
or the 
Internet. 
While the 
idea of link- 
ing players 
over the ‘Net 
sound good 
in theory, it 
is a bit less 
useful in 
practice. Internet support is buggy, with 
error messages and crashes common (prob- 
ably some relic of DirectPlay quirks); once 
running, it is smooth, at least. There is no 
time compression in multiplay, so gamers 
are reduced to either Quake-style shootouts 
to get things over with, or committed to a 
day-long exercise in patience. Coop play can 
be fun, but the easy chat mode ruins real- 
ism, and wolfpacks of 688 boats are slightly 
laughable. Still, it is clear that EA has 
focused more time on multiplayer support 
than on the solo game, and it hurts. With 
the editor, it is possible to make some very 
interesting multiplayer battles, but will any- 
one have the time to play them? In a sim 
emphasizing stealth and patience, it is 
somewhat odd that the only playable multi- 
player battles are hip-shoot affairs. 

Another villain, of course, is history. The 
Los Angeles class boats were created to 
hunt Soviet subs, and secondarily to sink 
sophisticated surface combatants. With the 
fall of the USSR, the potential target list for 
688 boats is drastically altered. The threat is 
now diesel subs, a horde of light frigates 
and corvettes, and shallow water; special 
ops and special weapons missions have 
replaced penetrating boomer bastions as 
major foci of effort. For the gamer, this is 
not good. Whereas pitched battles along 
the GIUK gap made for great gameplay in 
the 1980s, whacking Iranian oil platforms 
or Columbian drug smugglers in the 1990s 
is far less satisfying. Jane’s cannot change 
history, of course, but they and Sonalysts 


could at least 
have come up 
with some 
interesting 
campaign 
ideas that 
would have 
provided wor- 
thy foes. The 
Chinese? 
Japanese? 
Indians? 
Absent in 
688(I), but all 
three made 
interesting 
foes in other 
naval games. 
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good place to take a 
peek at what’s up top, 
electro-magnetically 
speaking 


Target Motion Analysis, 


ning 


Snapshots turn into 
range-finding tools at 
the periscope station. 
Such realism is a 
strength of 688(I) 


A decided lack of imagination pervades its 
game elements, to the detriment of the 
overall product. 

Subs are solitary hunters. Sub gamers are 
solitary players, to a large degree. Intricate, 
detailed, complex dynamic campaigns are 
what sub gamers want, much like flight sim 
jocks. Sure, online air war games are suc- 
cessful, but not nearly as much as stand- 
alone sims, and gamers have demanded 
dynamic campaigns from sim developers 
on a consistent basis since the early days of 
Falcon AT. Sub gamers would love to have 
online campaigns, with real humans playing 
not only subs, but surface ships, aircraft, 
and the like. Apparently unable or unwilling 
to escape the arcade roots of games like the 
Original 688, EA is devoting its resources 
perfecting something that, frankly, is hard 
to imagine anyone really wants: tourna- 
ment-style submarine free for alls on the 
‘Net. A mixture of hard-core realism (sonar, 
TMA, no God's-eye displays) with casual dis- 
regard for accuracy (incredible turn rates 
and reload times, genius Third World ASW 
operators, recon by fire using the 3D views) 
is puzzling at best. Much more desirable 
than spiffy Internet rumbles would be a real 
campaign, variable and random missions, 
and more weapons, platforms, targets, to 
play with. At least, you can save anytime 
you want in this game.... 

Verdict? Sub fans will want it; it’s profes- 
sionally done, and basically enjoyable, espe- 
cially with the mission editor. It is not the 
holy grail of sub games some have been 


Radio and ESM station. A 


the heart of tactical plan- 
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anticipating, however. The essence of what 
makes a submarine simulation fun is the 
unknown. Setting off on a patrol in Silent 
Hunter or Aces of the Deep, you have no idea 
what to expect. Could be an enemy task 
force, fast and deadly; could be a fat, lum- 
bering tanker, oblivious to the war until 
your torpedoes send it to a watery grave. 
Simulated days of cruising might pass 
uneventfully, until one moonless night you 
encounter that elusive carrier making a run 
for its anchorage. Jane’s has ignored this in 
688(I). There is no feeling of discovery, no 
sense of voyaging into the unknown. To 
quote from Jesus Christ Superstar, 
“Everything is fixed, and you can’t change 
it.” Even RSR tied the player’s actions to a 
fictional land war in Europe, so that mission 
success or failure affected more than an 
efficiency report. More importantly, other 
sub games offer new discoveries and chal- 
lenges with every game; 688(I)'s missions 
seem more of a preparation for EA and 
Jane's beloved Internet play than anything 
else. As good as it is in some areas, this is 
one boat that could still benefit from a refit. 
—Robert Mayer 
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688(1) Hunter/Killer 

Jane’s Combat Simulations ° 
www.janes.ea.com * Requirements: 
Windows 95, 90OMHz Pentium or higher, 
16MB of RAM, 4X CD-ROM « Multiplayer: 2-8 
players, Internet, LAN, modem 
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The AD&D games most famous world, the FORGOTTEN REALMS* 


setting, is now powered by the award-winning Descent engine. 


INTRODUCING DESCENT TO UNDERMOUNTAIN, THE MOST 
REVOLUTIONARY NEW AD&D FORGOTTEN REALMS 


COMPUTER GAME EVER. BASED ON AN ENHANCED, SVGA 


VERSION OF THE AWARD-WINNI 


1G DESCENT ENGINE, YOU 
ARE CHALLENGED TO BUILD AN AUTHENTIC AD&D CHARACTER 


AND PLUNGE DEEP INTO UNDERMOUNTAIN — A TWISTING 


= DUNGEON LABYRINTH LOCATED BENEATH THE CITY OF 


wae WATERDEEP. HERE YOU WILL ENCOUNTER AN INCREDIBLE 


360° WORLD FILLED WITH SHADOWY HALLS, ANCIENT | 


CRYPTS AND ABANDONED TEMPLES — NOT TO MENTION A 


TERRIFYING ASSORTMENT OF CREATURES WHO CALL 


UNDERMOUNTAIN THEIR HOME. SOLVE THE RIDDLE OF Jf 


UNDERMOUNTAIN AND YOU WILL CERTAINLY AMASS A PILE OF 


GOLD. FAIL AND YOU WILL BECOME A MERE PILE OF BONES. 


Experience more than 25 different levels that come 
alive in full 3D 360° detail, from a dwarven temple 


to an ancient Egyptian crypt. 


Build your character using true AD&D role-playing 
elements — 6 different races and single or multi-classed 
options. Your choice of character class leads to unique 
abilities and will also affect the way the game plays —— 


if you choose a thief character you can climb walls! 


Battle more than 50 different 3D monsters — 


skeletons, mummies, giant insects and more... 


Seek out and utilize more then 160 magical items and 


40) different spells, including the powertul magic missile 


W 


that homes in on its targets and the fireball that engulf 


its target in a shroud of flames! 
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BY GAMERS. FOR GAMERS. aerne eonee 


RATING BOARD 


Coming this September! 


/ ©1997 Interplay Productions. All rights reserved. Descent ©1997 Parallax Software. All rights reserved. Descent to Undermountain is a trademark of TSR, Inc. 
Sa Forgotten Realms, Advanced Dungeons & Dragons, AD&D, and the TSR logo are the trademarks of TSR, Inc. Interplay is the trademark of Interplay Productions. 
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IF-22 
I-Magic’s first internally-developed sim 
trundles down the runway 


arly on, 3D acceleration looked like it 
would be the redemption of flight 
simulators, the magic bullet that 
would give everyone top-notch graphics 
and fluid framerates. We could have 
EF2000’s lush terrain at Su-27’s silky speed 
and everyone would be happy. But now, rid- 
ing a wave of first-generation 3D-accelerat- 
ed sims, Interactive Magic has forced us to 
wake up and smell the coffee with iF-22, a 
rude awakening for anyone who hopes 3D 
acceleration has solved the speed vs. graph- 
ics debate in flight sims. 

The terrain engine in iF-22 is a textbook 
example of the hazards of 3D acceleration: 
it’s blurry and indistinct. At low altitudes, the 
ground features the close-up detail of the 
French Impressionists. There are no roads 
and cities are represented by a few scattered 
houses. The objects themselves look good, 
but they don’t mesh well with the blurry ter- 
rain. Bridges, for instance, seem to be situat- 


One man’s shading effect is another man’s 
glare. An Su-25 Frogfoot with glare and without 
glare. From underneath, you’d never be able to 


ed in the middle of nowhere. Once you 
zoom out, however, you'll notice they span a 
dark smudge that looks like a river from 
5,000 feet. The argument might be made 
that this is a high-altitude sim (which it isn’t; 
an F-22 should be able to take advantage of 
low-altitude terrain masking for stealth). But 
the ground doesn’t look any better from 
higher up, where it breathes, pulses, and 
flashes like a mass of angry protoplasm. 
The solid cloud and smoke effects make 
for some... interesting graphics. Destroyed 
ground units seem to sit under giant gray 
balloons. Missiles and damaged airplanes 


trail long willowy veils that make them stand 


out nicely against the smear of terrain 
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tell that Frogfoots have bright blue underbellies 


below. Whereas lens flare is a 
trendy lighting flaw to model 
these days, iF-22 opts for glare: 
from certain angles, most objects 
are solid-black blobs devoid of 
detail. Between the blurred terrain 
and the simulated glare, this sim will induce 
squinting like no other game on the market. 
To make matters worse, the whole thing is 
pokey: not unplayable on a 200MHz 
Pentium, but neither is it fluid. /F-22 never 
effectively creates a sense of speed, even at 
low altitudes. 

The real F-22 has only recently seen the 
light of day, so a lot of guesswork is involved 
in creating an F-22 sim. One of Interactive 
Magic's guesses is that the avionics are so 
sophisticated that a child could operate 
them. Most information is displayed in 


bright Fisher-Price colors on MFD’s. The F- 
22's radar is apparently capable of flawlessly 


ID’ing and returning detailed 
information on any blip with a 
simple mouse click, even targets 
outside the radar’s sweep 
(although you can't get an 
external view of a target outside 
a 40 mile range; that wouldn't 
be fair). It even pinpoints all 
missiles, radar or IR guided, 
complete with a solid line tracing the mis- 
sile’s route to its target. 

Flying iF-22 is a lot driving with an auto- 
matic transmission: it’s missing the complex- 
ity one associates with advanced systems 
and sophisticated machinery. It doesn’t offer 
the sense of satisfaction that comes with 
mastering Su-27 or AH-64D Longbow. This 
may be accurate, but that’s beside the point. 
Whether the blame lies with Interactive 
Magic or Lockheed-Martin, user-friendly can 
only go so far before it becomes user-bland. 

Another problem with this sort of simplic- 
ity is its lack of flexibility. For instance, 
there’s no way to focus on a distant area, so 
it’s difficult to make sense of clustered tar- 


=e 
— 


“Fox Two Toothpaste,” quipped an amused player on the 
Internet, referring to the solid smoke trails behind missiles 


gets. A single universal zoom applies to all 
MFDs, making it impossible to zoom in 
while maintaining an overview of the area. 
And ironically, although the MFDs are the 
only source of information about damage 
to your plane, they’re liable to fail if a mis- 
sile so much as gets close to your plane. It’s 
hard to believe the F-22 doesn’t have a 
“Christmas tree” of lights representing the 
status of the plane’s systems. The cockpit 
warning sounds, which make a PC speaker 
sound hearty in comparison, are madden- 
ing and incessant once you enter enemy 
territory; it’s tempting to turn on in-flight 
music to drown out that infernal beeping. 

The cockpit is fully inter- 
active, which is a nice 
touch but it’s no substitute 
| for hot-keys; many useful 
commands can only be 
accessed by dragging the 
mouse around. It’s also fair- 
ly simple to accidentally 
punch Elvis when you’re 
trying to target something 
on the bottom of the cen- 
tral MFD: an errant twitch 
while you're clicking will 
switch the cockpit view, 
putting your mouse pointer right over the 
ejection handle, which pulls with a single 
click (stop laughing; it wasn’t funny). The 
communications suite looks good, but is 
largely for show. Communication with the 
ground and control tower are just fluff and 
only the simplest wingman commands are 
available. Without more advanced com- 
mands or a more flexible sensor suite, you 
have no way of knowing whether your 
wingmen are flying with active radar, much 
less any way of setting up advanced maneu- 
vers like brackets and drags. It’s probably a 
moot point, since one of the most frequent 
messages you'll hear from your wingmen is 
“my missile’s gone stupid” (translation: “I’m 
too dumb to fire it correctly”). Furthermore, 
escorted flights will often fly their course 
without releasing ordnance, resulting in a 
failed mission regardless of your perfor- 
mance. Thankfully, the enemy Al is much 
more competent. 

The AWACS link is very well done, though, 
changing the whole dynamic of the game 
by giving you a wide view of the area with- 
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Company’s Coming. 


Hide The Welcome Mat. 


The most lethal aliens in the universe are on a 


manhunt and your star system is their 


next stop. Experience real-time 


combat strategy in Final Conflict, 


the ultimate intergalactic battle. 


They’ve Blown Away Entire Galaxies. 
é Now They Know Where You Live. 
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Look here ace, you’ve got just 90 feet of runway before you earn your wings 


the hard way. Face it. Your fixed-wing rules do not apply here. What you need is 


a helicopter. And now you've got one in Microsoft’ Flight Simulator 98, the most 
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force feedback technology so you can achieve all new levels of flight realism. Take 
r, control of the widest range of aircraft, including this Bell 206B JetRanger III 
* helicopter, a machine that’s guaranteed to make you feel like a rookie all over again. 


espective owners. ’ Your coordinates for take-off are www.microsoft.com/games/fsim 
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out compromising your stealth. This per- 
spective demonstrates one of the best 
things about the game: it drops the player 
into a busy theatre of operations where the 
radar MFD looks like a petri dish swarming 
with bacteria. The sky is dotted with friendly 
and enemy aircraft, particularly over the 
Ukraine campaign where the Russians put 
up a fight for air superiority. The ground is 
littered with enemy units, dozens clustered 
together at a time. This widespread activity, 
coupled with iF-22’s dynamic campaign, is 
very nearly enough to recommend it in spite 
of its flaws. Although the progress of the 
campaign is only indicated 
by a shifting front line (oh, 
for Tornado’s detailed 
campaign reports), there is 
a tangible effect on the 
enemy. Pound the Serbs 
long enough and they 
won't have any planes in 
the air, for instance. 

Unfortunately, the mis- 
sion planner doesn’t do a 
very good job of integrat- 
ing your mission into all this activity. The 
pre-flight map is a broad satellite image 
with no practical zoom option for thread- 
ing through air defenses. Map labels are 
unreadable because they overlap each 
other. Waypoint management is coarse and 
unwieldy. The default schedules are poorly 
coordinated with escort aircraft. The 
ground crew apparently enjoys a good joke 
when it comes to fueling your aircraft: 
unless you manually check the fuel level, 
you're liable to find yourself ditching 
before you even cross into enemy 
territory. A huge aviation map ships 
with the game, but there’s no expla- 
nation for how to read it’s Byzantine 
grid system. 

The flight model is solid and rea- 
sonable, with the possible exception 
of rudders that work too well at high 
speeds. Thrust vectoring allows the 
F-22 to do some weird high angle-of- 
attack maneuvering (anyone for sus- 
tained flight at a 70 degree AoA?), 
but otherwise it handles like any high 
performance jet with respect to roll 
rates, altitude effects, turning speed, 


and stalls. The game does have its 
Share of sci-fi hokeyness, such as the 
psychic wingmen who anticipate 
your every move, air-to-air missiles 
that lock onto grounded aircraft, and 
an autopilot that lets you take a nap 
while it lands your aircraft. 

So given the pros and cons, 
what's the final analysis? One of the 
problems is that I-Magic falls far 
short in comparison to Digital 
Integration, whose simulation prod- 
ucts they distribute. Imagine 
Shakespeare’s literary agent decid- 
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ing, “Hey, I'm going to write a play myself 
or Orson Welles’ producer thinking, “Citizen 
Kane? Pfft. | can make one of those!” In this 
regard, Interactive Magic’s first effort has an 
almost juvenile “me too!” tenor. 

But this is hardly fair. While many of us 
can’t deny this is in the back of our minds as 
we install and boot up iF-22, the game has 
to be judged on its own merits. So let us 
don our blindfold and take up the scales. In 
one bowl, we place the hideous terrain, the 
questionable graphics, the simplistic (but 


& The mission planner certainly 
doesn’t suffer from a lack of infor- 
mation 


“ No, it’s not a scene from Twister 


perhaps accurate) avionics, the 
hollow communications routine, 
and the disappointing mission 
planner. In the other bowl, we 
place the lively dynamic cam- 
paign, the swarm of activity dur- 
ing missions, and the essentially 
solid flight model. 
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4 Smokin’! As damaged planes maneuver, the 
smoke effects twist into vortices 


<¢ We don’t need no stinkin’ pylons! Ordnance 
obediently levitates beneath the F-22’s wing 
until launched 


Oh, yes, there’s one thing that you can’t 
forget: iF-22 is fun. Falling somewhere 
between the “silly” fun of USNF and the 
“serious” fun of Su-27, it should find its 
own little niche among simmers. In a way, 
the gameplay brings back fond memories 
of MicroProse’s F-177 sim. It would be 
remiss if it wasn’t noted how well it works 
as a multiplayer game, and how enjoyable 
its Capture the Flag scenario is. It’s also 
hard to deny that more time was spent 
with the game than was necessary for this 
review. Although riddled with flaws, it’s 
hard to say in good faith say I’m unhappy 
with iF-22. This is the final and 
most important item that tips the 
scales a half star from complete 
mediocrity and makes iF-22 a three 
star sim. -Tom Chick 

[For many potential players, F-22 
isn’t the aircraft's designation, but a 
reference to the number of times 
they'll holler the “F” word before get- 
ting the game running. Although we 
had no problems, iF-22 is apparently 
a stickler for having the latest dri- 
vers, specifically in terms of your 
video card and any CH peripherals 
you may be using. Without a 60+ 
megabyte swap file for virtual mem- 
ory, players are also likely to experi- 
ence frequent hard drive hits, and 
thus pauses, during play. If you're having 
problems getting the game to run well, check 
the troubleshooting FAQ on Interactive 
Magic's website.] 
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iF-22 

Interactive Magic * www.imagicgames.com * 
Requirements: Windows 95, 90MHz Pentium 
or higher, 16MB RAM, 4X CD-ROM + 
Multiplayer: 2-8 players, Internet, LAN, 
modem 
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| ‘WARLORDS 3’ A medieval fantasy setting forms the 


| LUARLORDSTI 
backdrop for a struggle among barbaric hordes. REIGN OF HEROES / 
Random map generation makes every battle a fresh ‘ 
new conflict. Multiple terrains, animated graphics and 
over 80 types of heroes, creatures and warriors. 
Broderbund (Strategy) 


Release Date: NOW PC CD $45 


‘WAR INC.’ In the 21st Century, private security forces 
have evolved into powerful armies under corporate con- 
trol. Take command of your own corporation and its 
armies, assume control of R&D, production, and strategic 
and tactical combat. 

Interactive Magic (War) 
Release Date: NOW PC CD $46 
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‘POPULOUS:THE THIRD COMING’ Large strategies 
can be planned and enacted from fully playable global 
view. Various terrain varieties(mountains, oceans, aer- 
ial views) impose different challenges on your warriors 
as you lead them into battle. 
Electronic Arts Fane 
Release Date: NOW PC CD $46 


‘IF16’ contains an easy to use quick start mode as well 
as detailed missions and campaigns. Jump into com- 
bat and experience incredible graphics and high energy 
explosions without ever opening the manual. 
Interactive Magic (Simulation) 

Release Date: NOW PC CD $48 


‘CIVIL WAR GENERALS’ The Battle of the Blue and 
Grey is bigger, better and bolder. Multiple campaigns 
covering battles from both the Eastern and Western 
Theaters are included in this sequel to the highly 
acclaimed Robert E. Lee:Civil War General. Internet and 
LAN Support. 

Sierra (War) 

Release Date: NOW PC CD $48 


‘PANZER GENERAL II’ contains enhanced multimedia 
footage and scenario briefings. Also, all new cam- 
paigns, play some from the Allied side. New interactive 
terrain reflects battle damage. Multiplayer support. 
SSI (War) 

Release Date: NOW PC CD $42 


PANZER 
GENERAL 


‘HISTORY OF THE WORLD’ Starting 5,000 |, 
years ago with the ancient Sumerains, a suc- |” 
cession of 49 empires rise and fall across the 
globe. Command seven empires in your 
attempt at conquest. | 
Avalon Hill (Boardgame) } i 
Release Date: NOW BG $27 


‘DIE HANSE’ Sail across the length of Medieval Europe 
as a merchant of the Hanseatic League, vying to be 
the first to fill your house with valuable goods. As 
you battle the North Sea, you encounter pirates and 
blockades as you make your way home. English 
translation included. 

Mayfair Games (Boardgame) 
Release Date: NOW BG $55 


‘LANDS OF LORE Il’ You are Luther, cursed son of the 
Sorceress of Darkness, exploring treacherous lands in 
search of ancient magic, a Super power that will release 
you from your vile birthright. 

Virgin (Roleplaying) 

Release Date: 08/97 PC CD $48 


‘RED BARON Il’ You will become immersed in World 
War | and the career of the brave young men who pilot 
the flying machines in the dangerous dawn of aviation. 
Engage in deadly dog fights, strafe an enemy aero- 
drome as you line up your nemesis in your sights. 
Sierra (Simulation) 

Release Date: NOW PC CD $50 


‘TOMB RAIDER 2’ Lara’s back, and better than ever, with 
new moves, a new underwater environment and a whole 
new arsenal. Explore huge, exotic platform-based 3D envi- 
ronments around the world, solve puzzles and kill baddies. 
Eidos (Action) 

Release Date: 11/97 PC CD $48 
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‘STAR TREK FLEET ACADEMY’ Before Captain Kirk, 
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| > 4F LC =e E Commander Chekov and Captain Sulu were legends TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRIce TITLE RELEASE PRICE 
¥ they were cadets at the most celebrated school in the 10th Planet 11/97 $48 F-16 Agressor NOW $48 Jet Fighter 3 NOW $35 Sand Warriors NOW $46 
universe, the Star Fleet Academy. Test your ingenuity, 1943 Euro Air War NOW $44 F-22 ADF 11/97 $48 Jet Fighter Fil Burn 11/97 $46 Scrmn Dmns Europe 11/97 $52 
| leadership and courage and determine if you have what 688i Hunter Killer NOW $46 F-22 Lightning 2 NOW $29 Joint Strike Fighter NOW $44 Sierra Pro Pilot NOW $48 
| it takes to graduate 1st in your class. ATF 98 NOW $46 F-22 Raptor NOW $46 M1 Tank Platoon 2 06/98 $52 Silent Hunter 2 09/98 $46 
| Interplay (Adventure) AH-64D Longbow 2 NOW $46 _ F/A 18 Korea NOW $46  MSFlightSim98 09/98 $48 — SintHntr Ptri1-2ea NOW $15 
| Release Date: NOW PC CD $55 AH-64D Longbow Gld NOW $46 F16 Fightng Falcon NOW $48 MW Mercenaries 3DfxNOW $48 Spearhead 11/97 $49 
AHX-1 NOW $47 FA 18 Hornet 3 W95 NOW $44 Mech 2 Battlepack NOW $42 Spearhead Exp Pack 12/97 $29 
‘HEAVY GEAR’ Pilot one of 16 Heavy Gear war Aces: X-Fighters 11/97 $49 Falcon 4.0 04/98 $52 MechWarrior 3 12/97 $52 TNN Motr Sprts HdcreNOW $38 
machines, as well as Striders and other armored vehi- Air Cmbt Nvy Ftrs97 NOW $45 Falcon Gold NOW $29 Mig Alley 11/97 $46 Tanarus NOW $44 
cles. Gears are capable of agile, humanoid movements. Air Combat Pacific GidNOW $34 Fighter Duel 2 NOW $39 Nascar Racing 2 NOW $39 Tank! 02/98 $48 
Construct your own Gear, then pilot it with your exact Air Warrior 2 NOW $43 Flight Unlimited 2 NOW $44 Nscr Reg 2 Bsch Srs 11/97 $30 Team Apache 12/97 $44 
customizations. Anarchy 02/98 $41 Flying Corps Gold NOW $48 Outlaw Racers 12/97 $39 Test Drive 4 NOW $46 
Activision (Simulation) Armored Fist 2 NOW $46 Flying Nightmares 2 NOW $42 Planet Texas NOW $48 Touring Car NOW $42 
Release Date: NOW PC CD $48 Comanche 3 NOW $39 Flying Tigers 09/98 $48 Privateer Darkening NOW $38 Virus NOW $48 
Conquest of the Skies11/97 $48 Hardwar NOW $46 Profiteer 03/98 $45 Wing Com Prophecy NOW $55 
Daytona USA DIx NOW $42 Harrier 2020 NOW $45 Red Baron 2 NOW $50 X-Car Exprmntl Ren NOW $44 
‘EARTHSIEGE 3’ Experience the Future Wars as a EF 2000 V 2 NOW $45 Heavy Gear NOW $48 Road to Indy 500 NOW $44 X-Wng V Tie Fghter NOW $50 
Corporation, Cybrid or Rebel. Engage in squad-level Earthsiege 3 11/97 $49 Interstate 76 NOW $39 SODA Off-Road Reng NOW $48 iF-16 Viper NOW $48 
combat. Choose from 40 fully-configurable vehicles, 45 Extreme Assault NOW $43 Interstate 77 NOW $48  SU-27Flanker2 11/97 $43 _iF-22 Raptor NOW $48 
plot missions and an unlimited number of random ones F-15 11/97 $48 J Fghtr Lghtning Strk 1 1/97 $43 SabrAce NOW $48 iPanzer 44 12/97 $48 
in real-time. Internet, network ” Sierra (Simulation) COMPUTER GAMES: ACTION | 
Release Date: 11/97 PC CD $49 Bugriders NOW $40 _ Freelancer 11/97 $44 Postal NOW $48 SpecOps 11/97 $48 
Chromoform 11/97 $46 Gatherer NOW $42 Postal Level Editor 11/97 $48 Star Trk Frst Contct 11/97 $48 
Daikatana 12/97 $48 Hammer Strike 04/98 $46 Quake 2 11/97 $52 Terra Victus 02/98 $48 
‘THRUSTMASTER NASCAR PRO STEERING WHEEL’ Dark Forces 2 Jedi NOW $53 Hexen 2 NOW $52 Requiem 04/98 $46 Tomb Raider NOW $42 
features wheel mounted buttons used for shifting, rev Dead Unity 04/98 $45 Hexen NOW $21 Resident Evil NOW $42 Tomb Raider 2 11/97 $48 
limiting or other racing functions, separate gas and brake Defiance NOW $40 MDK NOW $45 Scud 11/97 $35 Tremor for Quake NOW $19 
pedals, positive-throw shift lever with tactile/audible Dreams NOW $48 Mortal Revenge 11/97 $44 Shadow Warrior NOW $47 Trespassr Jrssic Park 12/97 $48 
feedback and more. Duke 3D Plutnium Pk NOW $26 Nightfall 11/97 $44 Shadowmaster NOW $45 Turok Dinosr Huntr 2 03/98 $46 
Thrustmaster (Hardware) Duke Nukm 3D AtomicNOW $46 OutWars NOW $48 Shadw Wrrior Add-OnNOW $19 Unreal NOW $48 
ae z Release Date: NOW PC $108 Enigma 11/97 $39 Outlaws NOW $48 Sin 02/98 $49 qgED for Quake NOW $19 
ee Ji Gitai < 
yp ’ COMPUTER GAMES: SPORTS 
‘THRUSTMASTER MILLENNIUM 3D’ Raise shields, identify 3D Ultra Mini Golf NOW $42 FPS Golf Bundle NOW $48 Links LS 98 NOW $45 NHL Power Play98 NOW $48 
your target, and with the exclusive 3D pitch-over grip, swing ABC Mndy Ngt Fbll 9811/97 $45 FPS Skiing NOW $47 — MS Baseball 3D NOW $45 PBA Bowling 2 NOW $35 
around and wipe out your opponent, as you watch the explo- Aaron vs Ruth W95_ NOW $39 FPS Trophy Bass RvrsNOW $48 —§ Madden FB 98 NOW $46 — PGA Tour Pro NOW $50 
sions rip through your enemy’s hull. Adidas Power Soccer NOW $32 Hard Ball 5 Enhanced NOW $19 Mleague Baseball6 NOW $34 Tony LaRussa 4 NOW $42 
| Thrustmaster (Hardware) All Star Baseball98 NOW $44 Hardball 6 NOW $46 Mleague Football3 NOW $34 Triple Play 98 NOW $45 
| Release Date: 10/97 PC $79 Bass Mstrs Clssic Pro04/98 $42 Heroes of Iron Grid NOW $44 NBA Action 98 11/97 $44 Trophy Bass Rivers NOW $49 
British Open Golf NOW $24 Hooves Thunder NOW $35 NBA Live 98 NOW $46 VR Baseball 97 NOW $42 
FIFA Road Wrld Cp 98NOW $46 Jack Nicklaus Golf5 NOW $45 NCAA Football 98 NOW $45 WILD NOW $42 
‘FRONT PAGE SPORTS FOOTBALL ‘98’ Featuring greater FPS Baseball 98 NOW $28 Jack Nicklaus Golf 97 NOW $46 NFL QB Club 98 NOW $42 World Series BBall 98 NOW $42 
arcade play, play-by-play commentary and player cards FPS Football 98 NOW $29 _ Kick Off 97 NOW $44 NHL Breakaway98 NOW $42 = Worldwide Soccer 98 NOW $39 
for every starting player in the NFL. Motion-capture tech- FPS Golf Add-On | 11/97 $29 Legends of FB 98 NOW $39 NHL Hockey 98 NOW $45 Wrid Cup Gif Dor Bch NOW $19 
nology and multi-season career play keep it exciting. COMPUTER GAMES: HARDWARE 
Internet, modem and network play. Sierra (Sports) ‘Altc ACS55 Spker Sys NOW $152 _CH Pro Throttle NOW $102 —_Labtc LCS 2612 SpkrsNOW $112 TM FLC F16 System NOW $108 
Release Date: NOW PC CD $29 Assassin 3D Contlir NOW $59 CH Racing Wheel NOW $54 Ltech Cyberman 2 NOW $89 TM Flight Contr Pro NOW $99 
Assassn 3D WWgmn NOW $99 CH Reng WhI W/ Pdal NOW $87 Ltech WngMn WarriorNOW $85 TM GP1 NOW $74 
CH F16 Combatstick NOW $60 Gravis Firebird 2 NOW $65 MS Sidewinder Pro NOW $85 TM Game Card NOW $25 
CH F16 Fighterstick NOW $100 Gravis GrlP Contrilr NOW $85 MS Sidewinder FF ProNOW $159 TM Millnm 3D Incptr NOW $79 
‘STARCRAFT’ You must gather your resources to CH F16 Flightstick NOW $35 Gravis GriP Pad 2Pk NOW $24 MS Sidwinder Pro PadNOW $39 TM Nascar Racng WhINOW $108 
accomplish your goals, either freedom or galactic CH Force FX NOW $169 — Gravis Grp Stnd Alne NOW $69 — Sound Blaster 64 Val NOW $149 TM Phazer Pad NOW $47 


domination. Play 30 different missions in space, on CH Game Card 3 AutoNOW $26 = Gravis PC Game Pad NOW $19 Space Orb 360 NOW $75 — TM Pro Play Golf Sys NOW $499 
planets, within installations. Scenario and map editor CH Jane's Combt StckKNOW $71 Gravis PC Gamepd ProNOW $27 ~— TM Driving Control T2NOW $108 TM Rage 3D Pad NOW $48 
allows you to create your own campaigns. CH PC Gamepad NOW $19 Grv Grp/Gm Pad Adpt NOW $19 TM F16 TQS NOW $108 TM Rudder Contr Sys NOW $98 
Blizzard (Strategy) CH Pro Pedals NOW $80 Joyswitch NOW $42 TM F22 Pro NOW $128 Verbal Commander NOW $85 
Release Date: NOW PC CD $47 | 
COMPUTER GAMES: ADULT 
INTERACTIVE INTERACTIVE MOTION STILLS 
‘CABIN FEVER:SNOWBOUND’ How about a weekend 2069 Oriental Sex NOW $50 Nightwatch Int 3 NOW $46 101 Sex Positions 2 NOW $24 Adult Image Lib 2+ NOW $25 
stuck in a cabin with nothing to do but play strip poker Anal Blackjack NOW $28 Outpost 69 NOW $40 = AsiaX NOW $29 Adult Image Libry NOW $19 
with3 gorgeous women? Advanced poker engine and Asian in Wndrland NOW $39 Pandora's Poker NOW $35 Asian Paradise NOW $39 Amateur Models2 NOW $22 
hilarious story elements. AssTroids NOW $40 Penetration NOW $16 — Bacchus Six Pack NOW $45 Amateur Models NOW $22 
Art Worx (Adult) Buster Cherry NOW $45 Penthouse Interact NOW $39 Black Book NOW $34 Asian Pearls 2 NOW $28 
Release Date: NOW PC CD $34 Cabin Fever NOW $34 Pleasure Zones NOW $29 — Cat House NOW $19 Asian Pearls 3 NOW $24 
Car Wash Angels NOW $36 Poker Party NOW $39 Deep Throat Girls 5 NOW $25 Asian Pearls NOW $29 
| Casting Couch NOW $39 Porn Mania NOW $29 Deep Thrt Grls 4Pk NOW $49 Bankok Beauties NOW $19 
| ; , / Circus NOW $24 Porntris NOW $24 Geisha's Secrets NOW $12 Beverly HI Call Gris NOW $19 
| VIRTUAL VERONIKA’ The game play is hot, and so it Club Caterina NOW $19 Private Prison NOW $44 — Glamor Girls 3 NOW $19 Busty Babes 3 NOW $38 
| Veronika. She's every man’s fantasy and she’s all yours! Crystal Fantasy NOW $34 Samurai Pervert2 NOW $64 Hist Of Blue Movie NOW $15 Busty Babes 4 NOW $39 
Awesome arcade style game play, bonus levels. CyberStrip Poker NOW $36 Sex TV2 NOW $25 Jade Palace NOW $19 Celebrity Nudes NOW $26 
New Machine (Adu) cyoerxperience «NOW $29. SexWith Jena «NOW $49 Kama Sutra NOW $24  Domin-A-Trix2 NOW $24 
Release Date: NOW PC CD $48 Dirty Tricks NOW $39 — Sex:The Game NOW $39 — LaBlue Girl 4 NOW $22 — Domin-A-Trix NOW $19 
Diva X Ariana NOW $38 Shock:The Game NOW $49 La Blue Gri Sern NOW $25 Elite Amer Mdls 3 NOW $19 
Diva X NJ NOW $39 Space Sirens NOW $34 Mystique Orient 2 NOW $24 Elite Amer Mdls 4 NOW $19 
‘DIVA X:REBECCA“Do you know how to get to the Avalon Diva X Rebecca NOW $39 — Space Sirens 2 NOW $34  NewMchine6Pk2 NOW $44  EliteCentrfldMdl2 NOW $24 
Agency?”, She asks in a sexy French accent. You kindly offer her Dream Machine NOW $36 Strip PokerPro2 NOW $39  NewMchine6Pk NOW $42  EliteCollgeGirls2 NOW $24 
a ride to her destination. Her eyes engage in silent conversation Dream Machine2 NOW $49 _ Strip Tease NOW $19 Platinum Six Pack NOW $44 Elite Euro Mdls 3 NOW $19 
with yours. From there - the adventure begins! Duke Screw'em NOW $46 Time Warp NOW $44 Racquel Released NOW $12 Elite Euro Mdls 4 NOW $19 
Pixis (Adult) Face Jam NOW $27 — Ultra Slots NOW $28 — Racquelle in Wild NOW $24 Erotic Playground NOW $9 
Release Date: NOW PC CD $39 Fantascenes NOW $36 Ultra Vixen NOW $49 — Romsoft SixPack NOW $36 Japanese Pearls NOW $28 
Fantascenes 3 NOW $39 Venus Playhouse NOW $29 Romsoft Six Pk 2 NOW $29 Latin Lust NOW $25 
Fantascenes Anal NOW $39 Virtl Las Vegs Nit NOW $29 Sex in Public Places NOW $16 Lingerie Models NOW $19 
‘ROMSOFT 6 PACK’ Double Down, Fun House NOW $39 Virtual Golden Eye NOW $44 Sexy Six Pack NOW $39 Mega Pix NOW $21 
Doors of Passion 2, Sensuous Girls Girlfriend Donna NOW $49 Virtual Sex 2 NOW $39 Seymore Six Pack NOW $39 Ropes & Chains NOW $19 
in 3D, Massive Melons, Touch Me, Girlfriend Teri NOW $39 Virtual Sex Shoot NOW $44 Swedish Erotica NOW $19 Secrt Treas Japan NOW $19 
Feel Me and Private Screenings are oe —~ 2 — ot ir Z ea - an han oi es 7 i in 
J ’ : : Hot Leather N irtual Veronica okyo Nymphs ackles 
SUPER MOTADULT 6 PAK/ ii gieicrsy| (Adult) Interct SeymreBt 2 NOW $49 __ Virtual Victor NOW $42 — Twin Angels 2 NOW $28 — Shaved Pink NOW $19 
Release Date: NOW PC 6-CD $36 Island Girl Resort NOW $39 Virtually Yours 2 NOW $39 Venus 5 NOW $20 Tabloid Beauties NOW $19 
Japan Interactive NOW $46 You Dn't Knw Dick NOW $35 Virgins Vol 3 NOW $39 Triple Penetration NOW $18 
B Latex NOW $44 Zoom NOW $36 X-Rated Bloopers NOW $27 Village Collection NOW $29 
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‘Time RELEASE PRICE 
20k Lgues Undr Sea 11/97 $48 
7th Guest 2 W95 NOW $29 
Aden Quest W95 01/98 $43 
Adrenix Crisis 01/98 $45 
Adventures Lego Isle NOW $39 
Alien Earth 03/98 $45 
Alone in Dark Trilogy NOW $25 
Armed and Delirious NOW $46 
Arrival NOW $45 
Atlantis NOW $40 
Badlands 02/98 $48 
Beavis Butthd Virt St NOW $29 
Black Dahlia NOW $46 
Blade Runner 11/97 $48 
Blue Heat NOW $43 
Byzantine NOW $46 
Callahns Crstm Sloon NOW $34 
Curse of Monkey Isle NOW $39 
Dark Camelot 03/98 $48 
Dark Earth 11/97 $46 
Anvil of Dawn NOW $19 
Arena Deluxe NOW $47 
Baldure's Gate 11/97 $48 
Battlespire NOW $49 
Betrayal in Antara NOW $47 
Broken Sword 11/97 $45 
Buccaneer NOW $46 
Dark Project 11/97 $49 
Diablo NOW $37 
Die By the Sword NOW $48 


COMPUTER GAMES: ADVENTURE | 


TITLE 
Dark Side of Moon 
Dawn of Darkness 


Death Trap Dungeon 


Delirium 
Demon Isle 
Discworld 2 
Ecstatica 2 
Excalibur 2555 
Fighting Fantasy 
Gabriel Knight 2 
Gundam 

Hunter Hunted 


RELEASE 


11/97 
NOW 
NOW 
NOW 
NOW 
NOW 
NOW 
NOW 
NOW 
NOW 
NOW 
NOW 


Journeyman Projct 3 01/98 


Kings Quest 7 


Kings Quest 8 Mask 


Kings Quest Anth 2 
Last Express 


Leisure Suit Larry 7 
Lost Mnd Dr Brain 2 


Lost Vikings 2 


NOW 
12/97 
NOW 
NOW 
NOW 
NOW 
NOW 


PRICE 


COMPUTER GAMES: ROLE PLAYING 


Dragon Lore 2 
Elder Scrolls 2 


NOW 
NOW 


Eldr Scrils Mrrowind 02/98 


Elric 
EverQuest 


11/97 
NOW 


FR Descent Undermtn NOW 


Fallout 


Knights Xentr PG13 


NOW 
NOW 


Lands Lore Grdns Dst NOW 


Legcy Kain Bld Omn 


NOW 


$39 
$39 
$54 
$45 
$44 
$46 
$48 
$34 
$48 
$40 


TITLE RELEASE Price Time RELEASE PRICE 
Myst 2 NOW $52 Solar Crusade NOW $44 
Neverhood NOW $50 Space Quest 3000 NOW $45 
Obsidian NOW $35 Spycraft W95 NOW $19 
Overseer 12/97 $54 Star Trek Voyager 11/97 $48 
Pandemonium NOW $39 Star Trk Str Fit Acad NOW $55 
Pandora Directive NOW $46 Starship Titanic NOW $46 
Patriot Games NOW $48 Str Trk Scrt Vicn Fry 12/97 $48 
Phantasmagoria2 NOW $54 Super Stardust NOW $31 
Planetfall 01/98 $44 Surreal W95 NOW $42 
Police Quest 55 SWAT NOW $28 Temujin NOW $48 
Power Dolls NOW $30 Arrival NOW $45 
Quest for Glory 5 NOW $48 Tone Rebellion NOW $52 
Redguard NOW $54 Twinsen's Odyssey NOW $47 
Respect Inc 03/98 $45 Ubik NOW $42 
Return to Krondor 01/98 $45 Versaille NOW $44 
SWAT 2 NOW $48 Warcraft Lord of Clns 11/97 $46 
Secret of Black Onyx NOW $46 Wheel of Time NOW $46 
Shadow of the Comet NOW $12 Zombieville NOW $40 
Shadows of Empire NOW $47 Zork: Grnd Inquisitor NOW $48 
Sign of the Sun 11/97 $34 Zork:Nemesis NOW $29 
Mageslayer NOW $39 Swords of Heroes 10/98 $46 
Might & Magic 6 11/97 $49 Terracide NOW $42 
Of Light & Darkness NOW $48 The Forsaken 01/98 $42 
Realms of Haunting NOW $44 Ultima 7 Series NOW $15 
Redemption 02/98 $43 Ultima 8 Pagan NOW $15 
Rims Ark Shadw Riva NOW $36 Ultima 9 Ascension 03/98 $52 
Sacred Pools NOW $48 Ultima Online NOW $54 
Shadows of Death 03/98 $43 Ultima Undrwid 1 & 2NOW $15 
Star Trk Final Unity NOW $32 Wizardry 8 NOW $48 
Stonekeep NOW $29 Wizardry Gold NOW $25 


ROLE PLAYING GAMES 


AD&D 
AD&D Core Rules NOW 
AD&D Sup Rules NOW 
Combat & Tactics NOW 
DM Guide NOW 
Monstrous Manual NOW 
Players Handbook NOW 
Skills & Powers NOW 
Spells & Magic NOW 
Book of Artifacts NOW 
Charctr Gen Dice NOW 
DM Screen NOW 
Player Packs ea NOW 
World Bidr Guide NOW 
Dragon Mountain NOW 
Labyrnth Madness NOW 
Night of the Shark NOW 
Rod of 7Parts NOW 
Powers & Panthn NOW 
Prayrs from Faithfl NOW 
Four from Cormyr NOW 
Tale of Comet NOW 


GURPS 


Aliens 
Autoduel 
Celtic Myth 
Cyberworld 
Dinosaurs 
Espionage 
Fantasy 
GURPS Comp II 
GURPS Rulebook 
Goblins 
Grimoire 
Magic 

Mecha 
Psionics 
Reign of Steel 
Religion 
Robots 

Space 
Vampire 
Vehicles 
Warehouse 23 


NOW 
NOW 
NOW 
NOW 


NOW 


Albedo NOW 
Ars Magica 4thEd NOW 
Bloodshadows NOW 
Bubblegum Crisis NOW 
Call of Cthulhu NOW 
Cthulhu Live NOW 
Changeling NOW 
Changeling Scrn NOW 
Conspiracy X NOW 
Cyberpunk 2020 NOW 
Dragnince 5th Age NOW 
Earthdawn NOW 
Earthdawn Comp NOW 
Fading Suns NOW 
HarnWorld 2ndEd NOW 
HarnPlayer NOW 
Heavy Gear NOW 
Hvy Gear GM Kit NOW 
In Nomine NOW 
In Nomine GM Pk NOW 
Macross 2 NOW 
Mage 2nd Ed NOW 


E CARD GAMES 


Mage Chronicles 1 
Mechwarrior 
Mutation 
Nephilim 

Nexus 
Nightspawn 

Of Gods And Men 
Paranoia Fifth Ed 
Pendragon 4th Ed 
Rifts 

Robotech 
RuneQuest 4th Ed 


kyrealms Jorune 
StarWars Revised 
Traveller 

Vampire 2nd Ed 
Warhamer Fantsy 
Werewolf 
Witchcraft 

Wraith 


$19 
$13 
$30 
$18 
$18 
$16 
$22 
$20 
$19 
$21 
$11 
$19 
$21 


COLLECTIBL 


BTech BP Merc NOW 
Battletech Booster NOW 
Battletech Starter NOW 
Dixie: Bull Run 1861 NOW 
Dr Who Booster NOW 
Dr Who Starter NOW 
Great Dalmuti NOW 
Heresy SD NOW 
Illuminati BP NOW 
Illuminati SD NOW 


MTG 5th Ed BP 
MTG 5th Ed SD 
MTG Chronicles BP 
MTG Mirage BP 
MTG Mirage SD 
MTG Tempest BP 
MTG Tempest SD 
MTG Visions 

MTG Weatherlight 
MTG Homelands 


SONY PLAYSTATION 


ASCII Sphere 360 =: 111/97 
Aqua Prophecy 02/98 
Breath of Fire 3 12/97 
Broken Helix NOW 
Bugrider's NOW 
Bushido Blade NOW 
Clayfighter 3 NOW 
Clock Tower NOW 
Death Keep NOW 
Death Trap Dngn NOW 
Elric 11/97 
FIFA Soccer 98 11/97 
Final Fantasy VII NOW 
Freak'n Fast NOW 
Frogger 11/97 
Heavy Gear 02/98 
Herc's Adventures NOW 
Jet Moto 2 12/97 
Joust Epic NOW 
Kings Field 2 NOW 


Visa, MC and Discover accepted. Checks held 4 weeks. MONEY ORDERS UNDER $200 SAME AS CASH. COD $8. Price, availability, offer subject to change at any time. Release sched- 
ules and shipping times are approximate, not guaranteed, and subject to change at any time. Hardware orders may require additional shipping and handling charges. Defectives replaced a 


with same product. All sales final. Call for details. Shipping and handling charges calculated on a per order, per shipment, and per item basis. The “per order” charge is charged once 
per order placed and the “per item” charge is charged once for each item ordered and the “per shipment” charge is charged once for each shipment we make to you. Each United States 
order will include a 12-month subscription to Computer Games Strategy Plus Magazine, for which $10.00 of the order cost will be allocated. 
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$69 
$49 
$54 
$46 
$49 
$50 
$50 
$44 
$52 
$50 
$49 
$49 
$72 
$46 
$50 
$49 
$42 
$46 
$49 
$51 


Legacy of Kain 
Lost Vikings 2 
Lost World 

Mace 

Madden FB 98 
Mage Slayer 
Master of Monstrs 
Metal Gear Solid 
Monster Rancher 
NAMCO Musm 4 
NFL GameDay ‘98 
NHL Hockey ‘98 
Ogre Battle 
Resident Evil 2 
Shadoan 

Soul Blade 
Suikoden 2 

The Glove 

Vandal Hearts 
Xevious 3D 


NOW 
NOW 
NOW 
NOW 
NOW 
NOW 
NOW 
NOW 
NOW 
NOW 


NOW 


$3 


$50 
$44 
$44 
$46 
$54 
$49 
$49 
$56 
$49 
$44 
$49 
$49 
$49 
$52 
$50 
$45 
$49 
$68 
$46 
$44 


MTG Fallen Emp NOW 
Mid Earth Dragn NOW 
Mid Earth Drk Min NOW 
Mid Earth Wiz BP NOW 
Mide Earth WizSD NOW 
Monty Python SD NOW 
Monty Python BP NOW 
Star Trek Booster NOW 
StarTrekNG Alt U NOW 
Star Trek NG BP NOW 


StarTrekKNG Hdeck 
StarTrekNG Q 
Star Trek Starter 
StarTrekNG SD 
Star Wars BP 
Star Wars SD 
Wyvern BP Ltd Ed 
Wyvern SD Ltd Ed 
X-Files BP 

X-Files SD 


SEGA SATURN 


Albert Odyssey NOW 
Battle Monsters NOW 
Croc NOW 
D & D Collection NOW 
Dark Rift NOW 
Die Hard Arcade NOW 
Duke Nukem 3D NOW 
FIFA Soccer 98 11/98 
Fighters Megamix NOW 
Herc's Adventures NOW 
Legend of Oasis NOW 
Lost World NOW 
Lunar Director Cut 12/97 
Mechwarrior 2 NOW 
NBA Action '98 NOW 
NBA Live ‘98 11/97 
NHL Breakaway '98 NOW 
NHL Hockey ‘98 NOW 
Nascar 98 NOW 
Ninja 01/98 


$52 
$34 
$49 
$49 
$52 
$44 
$46 
$49 
$52 
$42 
$46 
$46 
$46 
$46 
$49 
$49 
$49 
$49 
$49 
$50 


PGA Tour '97 
Racers Megamix 
Rampge Wrid Tour 
RayMan 2 

Sega Ages 
Sentinel! Returns 
Shadoan 

Shining Holy Ark 
Shining Wisdom 
Space Jam 

Striker 96 

Tecmo Super Bowl 
Ten Pin Alley 
Tomb Raider 2 
Ultimate Football 
VMX Racing 

VR Baseball 97 
WWF Wrstling 3D 
Warcraft 2 
Wridwde Soccr '98 


NOW 
NOW 
11/97 
NOW 
NOW 
03/98 
NOW 
NOW 
NOW 
NOW 
NOW 
NOW 
NOW 
11/97 
NOW 
NOW 
NOW 
11/97 
NOW 
11/97 


$49 
$54 
$46 
$54 
$40 
$49 
$50 
$46 
$52 
$42 
$42 
$54 
$52 
$54 
$46 
$46 
$49 
$52 
$44 
$49 


— FO —_ 


‘THE CURSE OF MONKEY ISLAND’ includes all of the ele- 
ments that made the series great but with a more highly 
stylized, hi-resolution look. Through an intuitive interface 
players pick up and use objects and talk to various charac- 


www.cdmag.com/chips.htm| 


or call 1-800-699-4263 


Source Code 10925 


ters throughout the game. 
Lucasarts (Adventure) 
Release Date: NOW PC CD $39 


‘MYST 2’ will provide an exploration experience through 
a new world filled with 7,000 images, over an hour of 
animation and original music, requiring acute skills of 
observation. 

Broderbund (Adventure) 

Release Date: NOW PC CD $52 


‘MIGHT & MAGIC VI’ The Mandate of Heaven, the 
newest M & M edition contains an integral time clock 
with multiple plots and story lines. Unique ‘skill based’ 
character development and over 1000 miles of 
virtual terrain! 

3D0/New World (Role Playing) 

Release Date: 11/97 PC CD $49 


‘FALLOUT’ Set in the aftermath of a world-wide nuclear 
war, it is your challenge to survive. Circumstances force 
you outside to a strange world 80 years after the end of 
modern civilization. A world of mutants, radiation, gangs 
and violence. 

Interplay (Roleplaying) 

Release Date: NOW PC CD $48 


‘ADVANCED DUNGEONS & DRAGONS DUNGEON MAS- 
TER GUIDE’ The essential manual for all information you 
need to create and run thrilling sword and sorcery 
adventures. Learn all there is to know about magic 
spells, hundreds of devices and treasures, battle, travel, 
and more. 

TSR (Pen/Paper RPG) 

Release Date: NOW RPG $16 


‘DEFIANCE’ Imagine a test mission that turns into reali- 
ty! First person combat simulator, four levels of firepow- 
er, missiles and auxiliary weapons. Twin beam laserlok 
firing system. 

Avalon Hill (Action) 

Release Date: NOW PC CD $40 


‘UNREAL’ In one seamless flowing world, race across 
vast outdoor and indoor environments, enter enchanti- 
ng cities, and mysterious temples. Use Unreal’s easy 
to use object-oriented level-editor to design your 
own levels. 

GT Interactive (Action) 

Release Date: NOW PC CD $48 


‘WAR WIND II:HUMAN ONSLAUGHT’ A greater 
variety of vehicular, mechanized and assault units 
with special abilities, 4 campaign options, 46 scenarios. 
Multiple leaders with varying strengths add to 
Strategic challenge. 

Mindscape (Strategy) 

Release Date: 11/97 PC CD $34 


‘MAGIC THE GATHERING 5TH EDITION’ This deck contains 
60 tradable game cards, randomly assorted, plus a rule 
book. Each player must have a deck. This deck may be 
enhanced with more cards sold in booster packs. 
Wizards of the Coast (Card game) 

Release Date: NOW CG $7 


‘ALBERT ODYSSEY’ Legend of Eldean, Masquerade of the 
Impostor. In this fantasy role playing game, there are up to 
five characters in your party, you never know what's going 
to happen. The only way to find out is to play it through. 
Working Designs (RPG) 

Release Date: NOW SAT $52 


‘FINAL FANTASY 7’ Act out your mercenary dreams 
while saving the planet. Spectacular animated plot 
sequences, impressive storyline, three dimensional 
characters, unprecedented level of detail, great effects. 
Sony (Roleplaying) 

Release Date: NOW PSX $59 
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U.S. Mail U.S. Mail 
2-3 Days 
$2.00 
$1.00 
$1.00 


7-10 Days 
$1.00 
$1.25 
$0.75 


Per Order 
Per Shipment 
Per Item 


2 Day 
$2.0 

$3.00 
$1.00 


Mail To 
Canada 


$2.00 
$2.00 
52.00 


Mail To 
The World 
7-14 Days 
$2.00 
$2.00 
56.00 
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D LinksLs 98 


The evolution of a champion 


name the top PC golf sims, Access’ Links 

series is almost sure to be one of them. 
The Links name has been synonymous with 
quality golf simulations since its first incar- 
nation and has improved with each new ver- 
sion, the latest being Links LS 98. For the first 
time in years, however, Access has some real 
competition for the title of “best golf sim”. 

In line with the Links tradition, this is a 
very impressive game. If you have never 
played Links before, you will be amazed at 
the overall high quality and attention to 
detail that Access lavishes on its golf sims. 
The series has always laid claim to the best 
graphics in the golf sim world, and LS 98 
once again raises the stakes with beautifully 
detailed courses, reflecting water, waving 
flags, blimps, balloons, and airplanes travers- 
ing the sky, and all of the little touches such 
as flying divots that help create the illusion 
of being on a real course. A new “look 
ahead” rendering feature has been added to 
speed up the screen redraw between shots; 
it’s performance appears to vary depending 
upon the situation. Six modes of play are 
provided, along with seven animated golfers 
(including Arnold Palmer) to keep you from 
getting lonely on those long par 5s. 

New to LS 98 is an off-line tournament 
mode, similar to that offered by Electronic 
Arts’ PGA Tour Pro, in 
which you can play a 
full, multi-round tour- 
nament (including 
cuts) against a field of 
men, women, or even 
mixed pros. LS 98’s 
tourney mode 
includes an editor 
which makes chang- 
ing the names to the 
latest PGA or LPGA 
pros a snap, as well as 
the ability to modify 
the skill level of the 
field (but not the 
individual golfers). 
While it is fun to see 
how you do against a 
leaderboard that 
includes Tiger Woods and Greg Norman, the 
inability to set individual skill levels for the 
pros reduces it to a bit of a random number 
generator. Still, knowing that you must 
make a 20 foot putt on the 18th green to 
make the cut adds some enjoyable tension 
to the game. 

Throw in multiplayer capability, the ability 
to use the large library of Links courses, and 
the best ball physics in computer golf and 
you have a real winner. However, there are a 
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; f you ask any computer golf fanatic to 


few nits to pick, minor flaws that separate 
Links LS 98 from perfection. Game statistics 
are messed up, reporting nonsensical num- 
bers in some categories. Many people have 
reported the game frequently ignoring the 
last “click” in the tri-click swing process. 
Mplayer Internet play is not working as of 
this writing, and IPX mode is not currently 
available (Access states they are waiting for 
DirectX 5 to implement IPX). Some S3 video 
cards have incompatibility problems with 
the game (acknowledged by Access and 
being addressed). The club chosen for chip- 
ping in the off-line tournaments mysterious- 
ly changes between rounds, an unpleasant 
surprise for the inattentive player. Given 
Access’ great track record of customer 
responsiveness, it’s a good bet these bugs 
will be squashed in relatively short order; 
still, the game as reviewed had these and a 
few other anomalies, and if 

you are one of the people for 

whom the tri-click is not work- 


The new off-line tourney mode 


The reflecting water provides 


Current Standings 


T2 Humbert McTirath 


teal 


from DOS to Windows 95 makes little cos- 
metic difference, the graphics enhance- 
ments are minor, the Internet play improve- 
ments (enabling up to eight players in an 
on-line game) are an attempt to achieve par- 
ity with the competition — ditto the off-line 
tournament mode. There are no ground 
breaking innovations; in fact, if you have 
become accustomed to the revolutionary 
“True-swing” interface introduced in 
FPS:Golf, you may be reluctant to go back to 
the old “Tri-click” swinging method (the only 
interface offered in LS 98). 

Programs such as the aforementioned 
FPS:Golf provide a strong challenge to the 
claim of best golf sim. In the end, however, it is 
a tribute to the overall excellence of Links LS 98 
that, with relatively minor improvements over 
its predecessor, it is still the standard to which 
all other golf sims are compared. —Jeff Lackey 
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Gateway Classic at Kapalua Bay, Round 1 of 4 
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some spectacular views 
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ing or whose video card won't run 
the game, you would probably 
argue with those problems being character- 
ized as minor (moral: buy your games from 
someone with a generous return policy). 
Perhaps more significant is what is not in 
LS 98. While the changes from one genera- 
tion of Links to the next (e.g., Links 386 to 
Links LS) have, in the past, been major leaps 
in technology, LS 98 doesn’t feel significantly 
different from its predecessor. The change 
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Links LS 98 

Access Software * www.accesssoftware.com 
* Requirements: Windows 95, 90 MHz 
Pentium or higher, 16MB of RAM, 4X CD- 
ROM * Multiplayer: 2-8 players, Internet, 
LAN, modem 
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' Tony La Russa Baseball 


One giant leap backward for this venerable series 


he yearly release cycle that dominates 
the sports genre has claimed another 
victim with Tony La Russa Baseball 4. 
Most new versions of a program add new 
features and enhance existing ones, but La 
Russa 4 feels like a step backward, keeping 
the same basic feature-set and downgrad- 
ing the overall presentation of the game. 
While it remains one of the better manager- 
ial simulations, and is the only graphical 
game with a rotisserie fantasy draft, these 
features have been implemented in previ- 
ous versions of the game, which makes this 
a questionable upgrade. 

The same criticism has been leveled at 
most sports series, but at least EA Sports re- 
does their graphic engine every year. Sierra 
has been most guilty of the minor upgrade 
syndrome, but at least the last version of 
Baseball Pro was offered at a discounted 
price. For the price of anew game, La Russa 
4 gives you the same 3D stadiums, arcade 
and manage-only modes, a fast-simulating 
season replay, a career-based GM Challenge, 
and fantasy draft from La Russa 3, only this 
time it’s native to Windows 95. It’s a full-fea- 
tured game, for sure, and if you ignore the 
actual on-field action, it’s a seriously impres- 
sive baseball game. But the arcade mode is 
so bad it drops the game out of contention. 

The first two La Russa’s were pretty good 
arcade games; around the time of the third, 
the high-resolution graphics caused the 
frame rate to drop enough to negatively 
impact the playability. That problem is exac- 
erbated in La Russa 4, as the overhead of 
Windows 95 combined with merely average 
artwork has made for a bad playing and 
looking game, with poor frame rates, chop- 
py animation, and grossly out-of-proportion 
players (they’re enormous in relation to the 
field). The sound effects are merely ade- 
quate, and the game gives you the ability to 
turn off three different announcers, rather 
than the one most other games have. 

Most sports games must have a high level 
of presentation chrome to compete (or so it 
would appear), and even in this aspect La 
Russa 4 flubs it. The menus are all so stylish, 
with detailed backgrounds and transparent 
menus, that you often can’t read the all- 
important text. Sorting and presenting your 
data is considerably better than Baseball Pro, 
but it’s not as simple as it should be (why 
not list the major stats first in the “Leage 
Leaders” screen?). Printing remains an after- 
thought, and baseball people, being base- 
ball people, shouldn't have to export their 
stats into text files in order to properly print 
rosters with all stats and ratings (gotta have 
them numbers). 

But enough about the presentation — fans 
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ever get much more than 20 at-bats in a 
season without suffering an injury. An 
example in the current game would be 
Seattle’s Randy Johnson, who in the La 
Russa game is now a mediocre pitcher with 
no endurance because he missed most of 
1996 with a back injury. 

Overall, Tony La Russa 
Baseball 4 is a disastrous 
arcade game with an excel- 
lent simulation engine. If 
you're new to the series, and 
have a blazing fast machine, 
you might want to try this 
version (or maybe check out 
La Russa 3: 1996 Edition in the 
bargain bin). However, for 
longtime fans, it adds little 
and takes away a lot from 
previous versions of the 
game. -Steve Bauman 


are interested in its simulation anyway. It 
doesn't disappoint. It simulates seasons 
quickly (though you'll miss Baseball Pro's 
ability to do it in the background in 
Windows 95), and does a more than ade- 
quate job. Like most games, you'll have an 
odd blip - pitchers winning too many MVP 
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The batter-pitcher graphics 
aren’t particularly good and 
are way out of proportion 


What about Maddux’s sinker? 


Based on measuring the height 
of the catcher, each player is 
approximately 12 feet tall 
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awards, players hitting 65 
homers, good players having 
bad seasons. After replaying 
many seasons in GM mode, 
some more ominous incon- 
sistencies pop up. Some pitchers, 
for example, will have their 
endurance rating mysteriously drop a as 
from one season to another, even : 
under normal use (a starter used as 
a reliever all season makes sense, 
but on more than one occasion, a 
starter dropped from 8 to 1 after 
throwing 200+ innings). 

Another questionable feature is 
whether it’s fair to penalize a play- 
er for one season that was beset 
with injuries. The La Russa system 
bases results on a complete sea- 
son’s worth of statistics, and if you ‘ 
try to expand a player’s role in subsequent 
seasons, you'll find they get injured more 
often than normal. This is the flaw of basing 
a simulation model purely on statistics - a 
guy who gets 10 hits in 20 at-bats over the 
course of a season isn’t necessarily a .500 
hitter over the course of a season, but 
under the La Russa system, it’s unlikely he'll 
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Tony La Russa Baseball 4 

Maxis * www.maxis.com * Requirements: 
Windows 95, 9OMHz Pentium or higher, 
16MB of RAM, 4X CD-ROM * Multiplayer: 2 
players, LAN, modem, serial 
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Grand Slam 


Stranded on third with two outs in the ninth 


here were perfectly good reasons to 
TJ have high expectations Grand Slam. 

It’s the first baseball game to support 
3D acceleration, sports a radical batter- 
pitcher interface, and it’s the second sports 
game from Virgin after the critically- 
acclaimed NHL PowerPlay. So why is it so 
disappointing? 

It has a lot to do with the subtle details of 
both baseball and the better baseball 
games. It starts with the 
presentation, which 
seems oddly cartoon-like, 
both in the animation 
and in the menu design, 
and immediately gives 
you a negative impres- 
sion of the overall game. 
The announcer comes 
across like an MTV hack, 
spewing the same 
smarmy and repetitive 
comments at the most 
inappropriate time 
(indeed, notorious singles 
hitter Mark McGwire will 
be “patient and try to 
sneak his way on’). 

Despite the game’s 3D 
engine and support for accelerator cards, 
there are no configurable camera angles 
(probably to help mask the game’s use of 2D 
sprites for character animation). The camera 
either stays put and cuts to other pre-deter- 
mined points (for slower machines), or 
moves wildly during a play, causing you to 
temporarily lose your bearings (and unless 
you have the controls set to “relative,” you 
may never know what base you're really 
throwing the ball to). 

The stadium graphics are excellent 
(though one wonders why the city looks so 
up-close-and-personal at Camden Yards), 
but the player animation isn’t smooth and 
like previous versions of Tony La Russa base- 
ball, it lacks enough frames of animation to 
be convincing. Despite the 3D acceleration, 
Grand Slam lacks most of the fancy effects 
that a 3D card brings to the table, but in its 
defense it speeds up the stadium rendering 
considerably, which is more important than 
oodles of transparencies, filtering, lens- 
flares, and all of the other crap people 
demand from their 3D games. 

The player control during the game is 
decent, but the base-running interface is 
completely over-designed (causing a lot of 
overrun bases) — Triple Play 98 handles this 
much better. However, the best part of 
Grand Slam is its fantastic pitching interface. 
After selecting the pitch-type and location, 
the accuracy and velocity is determined by a 
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The hitting interface, with its 
power meter, doesn’t work 
nearly as well as the pitching 
interface 


Entering the windup. Pitchers 
will have the most fun with 
Grand Slam 


Bored with playing games? Try 
the “Tater Tourney” 


multi-click interface similar to those found in 
golf games. It adds one aspect of real base- 
ball not present in any other game: rhythm. 
When pitching, you can actually get ina 
rhythm and throw a lot of strikes (in fact, 
you can really strike out hitters in this game). 
The opposite holds true as well — getting out 
of rhythm causes wildness, which translates 
into walks and bad pitches. Anyone who’s 
played a golf game can relate to getting 
completely out of synch and suddenly slic- 
ing balls all over the course. The interface’s 
only flaw is that they didn’t take it to the 
next level, which would have been to vary 
the swing meter to reflect situational ten- 
sion (it would move faster when facing 
Frank Thomas with the bases loaded, and 
slower when facing, say, Mike Bordick). 

Less successful is the batting interface, 
which is cumbersome to use and makes lit- 
tle baseball sense. Basically, it uses a power- 
meter to determine swing speed, but since 
there’s little skill in taking a hard versus soft 
swing, why try to model it? However, the 
game, on the middle skill level, allows you 
to look for location, which is always a wel- 
come feature. 

Once the ball is put in play, it seems to 
follow planned trajectories, so you'll see the 
same hits over and over again that, in keep- 
ing with the game’s arcade angle, reach 
their destination impossibly fast. Overall, it’s 
a bit better than Triple Play in baseball logic, 
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generally throwing balls to the right bases, 
but it can’t handle a pitching staff during 
the course of a game. 

Though Grand Slam turns out to be slight- 
ly better than its first impression, it’s ulti- 
mately a weak-to-average baseball game. If 
it’s arcade action you crave, Triple Play 98 
will probably make you happier, with its 
superior presentation. It also has both the 
Major League Players and Properties licens- 
es, whereas Grand Slam lacks the latter 
(meaning you get players for bogus teams). 

Ultimately, both games have a lot of 
weaknesses that perhaps illustrate that you 
can’t have a baseball game that combines a 
great action-game feel with the on-field 
smarts of a good simulation (both claim to 
do this, but fall short). It’s usually a visual 
thing — the on-field action rarely resembles 
things you'd see in a “real” game, and the 
“feel,” whatever that may mean, isn’t right. 
Grand Slam is close to getting the pitching 
right — now it’s time to work on the rest of 
the game. -Steve Bauman 
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Grand Slam 

Virgin * www.vie.com * Requirements: 
Windows 95, 90OMHz Pentium or higher, 
16MB of RAM, 4X CD-ROM + Multiplayer: 2 at 
the same machine 
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This is 

CD-ROM game, a realistic simulation of what it feels like to go 
head-to-helmet against the best players to ever attend the school 

of hard knocks. It’s not some plaything, it’s the real thing. It’s what 
happens when you cram entire team rosters, cheerleaders, mascots, 
rabid fans and 36 years of ABC Sports experience into a little 
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3 and Rocket Ismail. Awesome, huh? Awesome, then some. 
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Game Theater 64 


An alternative sound card all the way from France 


ith Creative Labs holding the lion’s 
share of the market in sound prod- 
ucts, it’s refreshing to see a quality 
sound card to compete with the 
SoundBlaster Awe64 Gold. The Game 
Theater 64, produced by European multime- 
dia company Guillemot International, is a 
solid entry into the field of high-end sound 
cards. Complete with full 64-voice wavetable 


synthesis, four speaker capability, upgrad- 
able RAM and many software features this 
card also boasts crystal clear audio and 3D 
positional sound. 

This plug-and-play card fits easily into any 
open ISA slot on your motherboard. With 
support for most all of the current standards, 


such as General Midi, Sound ] 
Blaster and DirectSound, few ce 
problems popped up with 
the games tested with the 
card. However, when config- 
uring DOS games, it would 
only work if you select 
SoundBlaster, SoundBlaster 
Pro or ESS from the configu- 
ration programs. Fora 
couple of really old 
games, DOS drivers had to 
be obtained from 
Guillemot. 

Unique to the Game 
Theater 64 is an extra o - 
speaker jackforaddinga ) \< i 
rear set of speakers, giv- 
ing you a surround-sound 
effect. Guillemot has 
included a nifty piece of software, 
MaxiFX, which gives you the capability of 
customizing the surround sound fea- 

tures for any game or application. 
Fortunately they have included 50 pre- 
made two and four speaker audio enhance- 
ments for some of the top games on the 
market. A game like Quake turns into a 
downright scary experience when you hear 
eerie noises from behind. 
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MaxiSound Game Theater 64 


To round out the package, the MaxiSound 
comes with several music-related pieces of 
software, /nternet Phone and a full version of 
Pod from Ubi Soft (who distributes the card 
in the U.S.). The Game Theater 64 is nice 
alternative package for someone looking to 
upgrade or add a new sound card to their 
system. -Jim Pedicord 

MaxiSound Game Theater 64 = Guillemot 
International * www.guillemot.com 


X36 Control System 


A solid entry in the controller arena 


nown for their electronic chess sets, 
Saitek has entered the controller 
scene with a fantastic two-piece joy- 
stick and throttle unit. Well constructed with 
firm comfortable grips, this fully program- 
mable unit has détente positions on the 
throttle, mouse pointer, and enough but- 
tons, switches and hats to cover most func- 
tions on any advanced flight-sim. 

The joystick itself is a normal four button 
stick with four and eight-way hat switches 
and a fully enclosed grip. Two unique fea- 
tures make it stand out from competitors. A 
launch button with a safety flip switch adds 
a fun touch and a little finger slider switch 
on the bottom is great for shift-button fea- 
tures. The throttle has standard rotary 
switches and buttons but also includes a 
unique rocker switch on the underside that 
can be configured for rudder control. 

Installation is simple, though an extra seri- 
al cable is needed if mouse support on the 
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throttle is used. Programming is a breeze 
with a Windows-based visual programming 
system. Simply click the button or switch 
and assign it a function. Included with the 
software is a good assortment of pre-pro- 
grammed sample files for many recent 


Saitek X36 Control System 


games and simulations. 

With the stick’s smoothness and stability, 
control is very good. Picking off the legs of 
mechs in MechWarrior 2 is a snap, and lining 
up for bombing runs in an F-22 goes off with- 
out a hitch. The throttle has a tension screw 
for adjustment and the buttons 
and switches have a sturdy and 
firm feel to them. The only possi- 
ble problem with this package is 
its rather scanty paper documen- 
tation and possible awkwardness 
for someone with large hands. 

At a suggested retail price of 
$150, the X36 is perfect if you are 
looking for a complete controller 
package or just wishing to 
upgrade an older system. It’s a 
solid entry in the controller arena. 
-Jim Pedicord 

X36 Control System ° Saitek ° 
www.saitek.com 
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3S 3 GREAT GAMES! 3 WAYS TO WIN! 
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It's the Quest for the Best Internet Championships. 
Huddle up with thousands of sports sim players from across the country and play 
head-to-head sports sims in real time. Here’s how to play: 
* Purchase any or all three games: ABC’s Monday Night Football ‘98; 
val =1Om~) lola tm ale \ Vala t-lollale Mol ge.\=1 OM~) ole] g <M Ole) |(-Te(-M elo) tel-11 
* Register at www.abcinteractive.com 
* Compete in qualification rounds. 
* Advance to the finals and compete for the $10,000 grand prize for each title. 
bam od Lt -110-1 <M a -t- Lola ore) aslel-icid(olaM-la-Milel ial com ca(- Ml] idiast-1¢-Melamctic-M lelet-t tlelak 
ABC’s Monday Night Football '98 at SuperBowl XXXII’ in San Diego, ABC Sports 
Indy Racing at the Indy 200 at Walt Disney World® or ABC Sports College Football 
at The Rose Bowl ‘in Pasadena. 
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Ex TREMELY Live. 


Competition void in AR, OR, MD, ND. VT and PR and where prohibited by law. See ABC's Monday Night Footbail Ss ABC Sports Js lege Foot ba 
Racing CD-ROM games for details. Contest subject to full rules on-line at www.abcinteractive.com or by sending a self raddresse eo 0 env 
THE BEST RULES REQUEST, PO. Box 7981, Meiville, NY 11775-7981. Qualification for ABC’s Mond lay Big ight Foot rect are 
11/22/97, ABC Sports Indy Racing ends 12/6/97. U.S. residents 18 or older only. Four winners wil! be ese 
Daies and terms subject to yes See website for details. ©1997 OT Sports. L.L.C.. ALL RIGHTS R 
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Multiplayer fallacy, Part II 

This letter may appear specious to you 
because | work as a Producer/Designer for 
VR1 Inc. (yes, the Fighter Ace folks), but | feel 
| must respond to your August editorial. 

You wonder if anyone is willing to pay 
$120 per year for online gaming? Well, | must 
ask how many movies have you seen in a 
cinema this month? Probably at least one, 
maybe two. And when you went, did you 
partake of some refreshment? A Coke? 
Perhaps a salty, savory treat smothered in 
yellow goo? | won't belabor the point, you 
can see where I’m going. A large portion of 
the core multiplayer audience frequently 
spends up to and more than $120 a year on 
“entertainment,” and that’s without factoring 
in dinner before or after, drinks, transport, 
etc. And what do they get for their money? 
They get to rent a seat for two hours, then 
they leave. How much value do you think the 
Diablo fans have gotten for the $50 they paid 
for the CD? A lot more than they received 
from Batman & Robin, |'ll wager. 

That's it. | just thought I’d give you a per- 
spective you may not have considered. 

Martyn lannece 
Producer/Designer 
VR1 Inc. 


Great editorial in the August issue. Long live 
single-player games! Online gaming still 
feels like a feature, not a product. 
Scott Steinberg 
Crystal Dynamics 


Concerning your article “ The Multiplayer 
Fallacy,” | must speak up. You have always 
been a reasonable man of moderate opinion 
in your articles; however, in this most recent 
article, you seem to have become an 
extremist. Maybe it is because you feel you 
are addressing an extreme problem, but 
none the less, you are extreme. 

| am one of those heavy multiplayer guys. 
| agree that we may only make up 5-10% of 
the population now, but like all trends our 
numbers only tend to grow as technology 
improves. We are a minority of the players 
with a majority of the energy to teach and 
preach, and the game companies realize 
this. Furthermore, | believe many people buy 
games because they want to experience the 
multiplayer world, but never get around to 
learning it. For that matter, many games are 
bought on the dream of the single player 
experience, and simply never find the time 
to delve into the game. Features listed on 
the box, not necessarily features ever mas- 
tered by the player, sell a lot of games. 

Let me back up a moment. | am not upset 
with the article. In fact, | agree to an extent. | 
do not wish to see Al technology reduced in 


the name of excess time spent on multiplay- 
er code. However, | also do not wish to see 
the trend of “multiplayer capability as stan- 
dard of the industry” disappear. | only ask 
that you reread the intensity of your article 
and modify your stance to a more middle of 
the road position 
In conclusion, | wish the industry would 
share its best multiplayer code as a subrou- 
tine (like that in Activision’s MechWarrior) 
and install it in lots of games so that the 
wheel need not be reinvented. This way the 
creativity can be harnessed back to the off- 
line Al, which, after all, is where the genius 
of great games originate. (Even multiplayer 
gamers can use more intelligent Al sidekicks 
to assist them in combat.) 
Always thankful for you and the 

Computer Games Online. 

Glenn H. Kletzky, MD 

Via Internet 


| would simply like to compliment Steve 
Bauman on his article “The multiplayer falla- 
cy.” As a die-hard gamer who very rarely mul- 
tiplays, I'm tired of hearing all these compa- 
nies rant and rave about gaming on the 
Internet. I’m really sick of trying to find a 
game that was designed for one person. How 
many people own eight computers with IPX 
networks to play other people? | urge every 
gamer to start hitting game companies to 
start making better games for one person. 
James Laurino 
Via Internet 


| agree with your editorial in the August 
issue — game mags really are one reason 
everybody is adding networking to their 
games. A game simply won't get five stars 
(to take a certain rating system as an exam- 
ple) if it doesn’t have network play. 

I'm not a net gamer, but | don’t think that 
networked games are bad. Actually, I'd like to 
see some networked RPGs. Why don’t you 
start complaining about the lack of a net- 
working option in RPGs, as you do for any 3D 
shooter which doesn’t support it? RPGs have 
always supported parties of several charac- 
ters. Only these were controlled using vari- 
ous levels of Al - from the nonexistent to the 
annoying. Why not let real people play those 
characters? It shouldn't be too difficult to do. 

What I'd like to see is for RPGs to support 
both Al and real players, with the ability to 
switch to Al, or have one player control a 
few characters, if there aren’t enough 
human players for the party. 

When we have that, maybe at last we'll 
have a real networked game — not a death- 
match or a virtual world (such as Ultima 
Online), but something with a real plot. It will 
be the closest thing to real role-playing. 


Maybe then I'll be tempted to spend my 
time gaming online. 
Eyal Teler 
Via Internet 


My views on the editorial... 
| agreed with your basic point, though | 
disagreed with some of your arguments. | do 
find the persistent squealing by marketing 
folks about their respective companies’ 
Internet Strategies™ both annoying and 
depressing (two words: Catfight Online). 
However, | disagree with your reasons for it. 
Your two basic arguments are that net- 
gaming is not all that it’s hyped up to be due 
to cost and a basic lack of popularity. | don’t 
honestly think that in ten years either of 
these points will be a problem. Most online 
services, in my opinion, will be free, support- 
ed by true FMV advertising (i.e. like a TV); and 
the Internet will become so ubiquitous and 
so easy to use that there will be more than 
enough people to sustain online gaming. 
However, | think some aspects of gaming 
just don't go with online play. For example: 
the art of level design in an action game. In 
the best-paced action games (think Tomb 
Raider), the designers will have tuned the 
level just right, so enemies will burst forth at 
the exact moment that your heart will flutter 
most. The pacing on The Lost World level of 
Tomb Raider, for example, was great — the 
appearance of Raptors slowly building ten- 
sion until the arrival of that mighty T-Rex. 
That kind of pacing just doesn’t exist in mul- 
tiplayer games — bad guys randomly just 
pop up hither and thither. That’s why | could 
never really get into Quake Internet play — 
the repetitive atmosphere, accompanied by 
often excruciating lag, sent me back to sin- 
gle-player PC’s and TC's. 
| do, however, think that net play holds 
massive potential. Imagine an online flight- 
sim in which you are in the midst of a 
dynamic campaign, in the midst of a war that 
feels quite realistic, and in which everyone 
else is too. Imagine what it could do for 
sports games: imagine a true simulation of 
the NHL, for example, where you are a player 
on a team with human teammates, a human 
coach, a human GM, and a human commis- 
sioner, in which real friends are being traded 
to other teams by real enemies. Multiplayer 
does, indeed hold massive promise — at this 
point, though, it’s in its early stages. But it 
will never entirely supplant single-player, 
and designers have to realize that. 
Adam G. Unikowsky 
Via Internet 
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: ©1997 NovaLogic, Inc. F-22 and Raptor are trademarks of NovaLogic, Inc. The Lockheed Martin logo is a trademark of Lockheed Martin Corporation. 


The only simulation of the F-22 that has been 
petra flight tested by actual F-22 pilots. 


MARTIN 


All other trademarks are the property of their recnective nwnarc. 
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TalonSofts -—=—ASL-Advaficed Squad -ASL-Red Barricades®, ”~ Panzerblitz®__ i “Streets of =. Starred Gulf Strike®, Pacific War®, 
Battleground™ Series Leader® TalonSoft’s | 2 _~ Founder of SPI -__. Stalingrad® Great Battles of © = =©=WeThePeopl® | 
Battleground™ Series pete Series : a eet ee La Alexander®, Blackbeard® oo 


Battleground™ is a registered trademark of TalonSoft Inc. All other trademarks are property of their respective holders. 


Fast paced WWII platoon-level combat on the steppes of Russia 1941-1945! 


_ Lead a lightning Blitzkrieg through the Red Army, 0 or defend Mother Russia from the German invaders! 
Set in a new, unique campaign format, EAST FRONT puts you in charge as company commander, in either 
the Wehrmacht or the Red Army. Replacement shortages, mud, snow, endless river crossings and all those 
fun things from the Russian Front are just a mouse click away! EAST FF ON F Heatlires a totally new 
engine, a full-blown scenario/map editor and many preset scenarios, such as Kursk and Stalingrad! 


Available Fall 97 at Software Retailers World Wide! Reserve your copy iia, 


Call (410) 933-9191 or visit our web site at www.talonsoft.com | ©Copyright 1995-1997 TalonSoft Inc., PO. Box 632, Forest Hill, MD 21050 


